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S tarcade presents 


GAVAGE PON 


ATARI" A truly remarkable depiction of life cycles in a 


COMMODORE freshwater environment. A semi-educational pro- 


a gramme with high resolution graphics, crammed 
64 with thrills, spills and excitement, featuring: 
BBC (B)” & Amoeba (Rhizopoda); Hydra (Chlorohydra 


™ Viridissima); Dragonfly (Erythromma Najus); 
ELECTRON Bloodworm (Phylum Platyheminthes); Jellyfish 


(Craspedacusta Sowerbeii); Beetle Larva 
(Macroplea Leachi); Spider (Argyronata Aquatica); 
Water Fleas (Scapholeberis Mucronata); Bumble- 
Bee (Bombas Lapidarius); and our special guest star 


THE COMMON FROG 


(Rana Temporaria) 
Awesome... in its conception 
Brilliant... in its depiction 
Dynamic... /n its execution 























“Savage Pond is a real joy. A totally unique concept, well 
thought out and superbly programmed. Whilst a far cry from 
the usual arcade action it retains all of the excitement. It is an. 
ideal family game and children and adults alike will marvel at 
the graphics and storyline... you will not find such an original 
and compelling game anywhere else. Buy it and sit back 
knowing that one of the most original games ever programmed 
was written here in Britain.” — PAGE 6 — an Atari Users Magazine. 
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Do You Want Fame and Fortune? 


Does brilliance reside in your RAM? Do your friends gasp at your 
own programs with envy in their eyes? Would you like to see your 
name in Games Computing! 

If you have written a program to take the software world by 
storm and want to show your fellow readers just what you cando ¢ 
on a keyboard, cut out or photocopy the form below and send itto ¢ 
the Editor, Games Computing, (clearly marked PROGRAM SUB- 
MISSIONS) at 145 Charing Cross Road, London WC2H OEE (until *, 
16 December 1983) and after that to 1 Golden Square, London W1. 

Please send with your tape recording of the program athorough . 
explanation of the game, a line by line listing of how the program 
works along with a list of relevant variables etc. Also include any 
clues which you can think of to help owners of other computers 
other than the one which the program was written for, convert it 
for use on their computer. 

We will look at games programs on tape for all the popular home 
micros and disc versions for the Commodore machines, Atari and « 
BBC (40 track and Hitachi format). Whenever possible use CHR$ 
rather than command codes and please avoid making programs /e 
autorun. If you can let us have a printout of the program it helps 
and the same goes for screen dumps. 


P.S. They'll be paid for too! °. 


* PLEASE COMPLETE IN BLOCK CAPITALS 








Your Name Age 








Program Name 








Computer/memory size it runs on 








Amount of memory program occupies 





Other computers/memory size which your program 
runs on 














Any known bugs? __If so, what are they? 








Have you sent your game to another magazine Yes No 





Is it original/or a variation on a theme? 








Your Address 





Telephone Number 
Times to contact you 


Ce ee ee es al 
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Hunt for the Hare 


Aunique competition has just been launched by Haresoft in which you stand to win the | 
world-famous ‘Jewelled Hare of Masquerade’ worth £30,000. 

And if that rings no bells with you this might. The jewelled hare was the subject of a 
best-selling book ‘Masquerade’ in 1980 and contained in the book, by Kit Williams, } 
were clues as to the golden, bejewelled hare’s burial place — the author and Bamber 
Gasgoine had buried it in a secret location. 

Haresoft have bought the golden hare, from Ken Thomas who eventually and | 
painstakingly discovered its whereabouts. And the ingenious people at Haresoft have 
come up with an idea of running a computing based competition around the hare. Asin | 
the original competition contestants must find the hidden hare, although this time it’s 
not actually buried six feet under to make life easier for everyone. The clues to its loca- 
a be found through playing two specially written Haresoft games each costing 

8.95. 

The first cassette, Haresoft Prelude, went on sale in mid-June and is still available 
mail-order from Haresoft. If you manage to find the clues from that tape then you'll | 
have to wait until September to buy the follow-up game, Haresoft Finale. You can only 
find the location of the hare by working out the clues contained in both tapes. | 

When you buy each tape you'll be given a personal registration number and if you 
think you stand a chance of winning the prize hare you must produce both tapes for 
authenticity and they must correspond to the registration numbers allocated on pur- | 
chase together with a description of the hare’s location. 

The puzzle programs should have far-reaching appeal and have been specially writ- | 
ten with all ages in mind, and to suit an inquisitive mind rather than an intellectual one. 

Don’t forget, though, you must get the two tapes in order to find the hare, there is a 
link between the tapes so really it is impossible to attempt to sove the puzzle with only | 
one of them. 

To start with Haresoft have produced the tapes to run on most of the best-selling 
home computers like the BBC B, expanded VIC 20, Oric/Atmos 48K, Dragon 32 64, 
CBM 64, 48K Spectrum and Amstrad. The programs will apparently run on the 16K 
Spectrum and unexpanded VIC 20 if you can overcome the memory problems. 
Haresoft have also ensured that tapes cannot be copied, so be warned — it’s either all 
or nothing. : 

And if you win the treasured hare you could win as much as £30,000 because 
Haresoft is prepared to pay the ultimate winner hard cash instead of the hare itself. | 

Get your copy of Haresoft Prelude NOW and don't miss the chance of a lifetime. 
Write to Haresoft, enclosing a cheque or postal order for the correct amount, at] 










































New Durell Trio 


Jungle Trouble and Harrier Attack have 
just been released by Durell Software for 
the Commodore 64 with some added im- 
provements. 

Anew version of Harrier Attack for the 
Commodore 64 features full control over 
the Harrier — just like real life. The Harrier 
can now Spiral up or down and has full use 
of ‘Vectoring in Flight Forward’ (VIFFing), 
meaning it can swing round in the air very 
quickly. The graphics have been improv- 
ed from the original best selling Spectrum 
amd Oric game and the prospective jump 
jet pilot now has homing missiles and 
other such nasties to contend with. 

Jungle Trouble now has four screens 
instead of the original single screen. Other 
added features include a fire breathing 





CRL. 













MSX. The price is £7.95. 






HARESOFT, PO BOX 365, London NW1 7 JD. 


Waging War On Worlds 


The video game version of Wer of the Worlds is now out for the 48ZX Spectrum from } 


CRL are at 9 Kings Yard, Carpenter's Road, London E15 2HD. 





dragon 3D effects. 

Combat Lynx is under development 
and will be initially for the Spectrum with 
versions for the Commodore 64 and Oric 
1 to follow. The display shows the inside 
of the helicopter, but the forward view 
window shows an outside shot of the 
Lynx similar to a Scramble/Defender type 
game. 

The aim of the game is to transfer 
troops and armaments around a complex 
three dimensional landscape, picking and 
choosing weapons as you go, and fending 
off the bad guys. 

Jungle Trouble and Harrier Attack for 
the Commodore 64 cost £6.95 each, 
Combat Lynx will be for the ZX Spectrum 
with others to follow at a similar price. 

Durell Software, Castle Lodge, Castle 
Green, Taunton TA? 4AB. 






The game closely follows the plot laid down in H.G. Wells’ sci-fi classic and the 
musical record version by Jeff Wayne. The game is in the graphics adventure/strategy 
vein with our hero trying to get rid of some nasty martians. On his travels he meets ali 
sorts of obstacles including refugees and martian fighting machines. 

One of the features of the game is the stunning graphics, which are identical to the 
pictures that were supplied with the LP. All the graphics were designed with the aid of 
the Melbourne Draw graphics designer from Melbourne House. These views are static 
and have no part in the actual game — they just look good, which isn't a bad thing! The 
game is played over a simulated six days. You must visit a special location on each of 
the days, but you must spend your time carefully, act too slowly and the red weed will 
have taken over, making moving around much more difficult. : 

War of the Worlds is one of the few great Science Fiction stories to pass the test of 
time. Written around the turn of the century, adapted for radio in the 1930's, filmedin 
the 1950's, a best selling double album in 1978, and now a video game. 

War of the Worlds will be available for the Commodore 64, Oric, BBC B, Electron and 












Atari VCS Range 


Atari have been busy recently, releasing a 
new video game system, and now broad- 
casting their range of software for other 
machines. 

The Atari 7800 is a new advanced 
video game unit designed to compete the 
top end of the video game market that the 
Colecovision system created. Priced at 
£99.95 the unit comes with Pole Position 
2 and the new Atari Super Joystick Con- 
trollers. The new system will also be able 
to use standard VCS cartridges. 

Atarisoft, the software arm of Atari for 
non-Atari computers, has launched its 
most popular games for a range of the 
most well known machines. Pole Position 


isnow out for the Commodore 64, BBCB, 
and ZX Spectrum and comes with a new 
wall chart to follow the progress of the 
real life Grand Prix series. Ms Pac Man will 
be available for the ZX Spectrum to ac- 
company the recently released Pac Man. 
Crystal Castles is being released for the 
VCS. Roboton, Pengo, Donkey Kong Jnr, 
Dig Dug, Galaxian, Centipede, Defender, 
and Moon Patrol are all to be released in 
the near future to run on various home 
computers. 

Prices vary between £24.99 for Dig 
Dug, Pole Position and Donkey Kong Jnr 
in cartridge form for the Commodore 64 
and VIC, and £9.99 for cassette soft- 
ware. 

Atari are at Atari House, Railway Ter- 
race, Slough, Berkshire. 










































Commodore Comes Out 


Commodore have finally decided which machines they are going to market in the UK 
after previewing many different configurations with such strange names as CVB364. 
The new machines are the C16 and Commodore + 4, they are virtually identical apart 
from the size of memory and external styling. The C16 has 16K of memory and comes 
in a Commodore 64/VIC box. The Commodore +4 comes in its own new style 
streamlined box and has 64K of memory. 

TheC 16 is expected to be in the same sort of market as the VIC, andit is to be priced 
accordingly. The Commodore + 4 is expected to be priced above the Commodore 64. 

The inside of the machines are very much the same. The new 7501 chip provides 
processing power, produces the video display, and sound. The video display is 
320X200 pixels or 40X25 text in 128 colours with flashing. But no sprites are 
available, which will doubtless disappoint many Commodore 64 users as'this feature 
made games design very easy. 

The Basic in the new machines is very advanced. Called Basic 3.5 it overcomes the 
criticisms of Commodore's previous Basics by having in-built hi-resolution graphics 
routines, along with many other improvements and 50 new commands. it occupies 
32K which is as muchas a BBC micro’s Basic and twice as much as a Commodore 64. 
There is a full machine code monitor allowing speedy development of machine code 
games with a built-in assembler. The Basic has the ability to use nearly all the memory 
of the +4 giving a full GOK of user memory. As always this is cut down, if hi-res 
graphics are used, to 52K. 

The C16 user is left with 12K of user memory or 4K after graphics have taken their 
chunk. 

Sound is limited to two channels, one of which can be a noise generator. New disc 
drives and other peripherals are to be available for the new machines and they are sup- 
posed to be able to run with the existing range of Commodore products. 

A report by Research Analysis Marketing (computers) claims that the Commodore 
64 has knocked the ZX Spectrum off the top of the pile as the currently best selling 
micro. The information was gathered from 300 dealers. 

The UK user base of Commodore machines is reported to be in the region of 
700,000 and world sales of VICs are over 2 million with Commodore 64s following 
close behind. This is the first time a machine other than a Sinclair has been the best 
seller in Britain for some years. 

Commodore are at 675 Ajax Ave, Slough Trading Estate, Slough. 
® Adman Electronics have just announced that their Commodore compatible speech 
synthesiser has been slashed in price from £49.95 to£29.95. 
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ACTUAL SCREEN DISPLAYS 

The Most Graphical 

Arcade Simulation 
Ever Produced 
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Dear Editor 

| was playing with GOLF, printed in the 
may issue, a couple of days ago and 
discovered a minor bug. One of the pro- 
blems of programs with probability 
elements is that it may take many plays to 
find such a bug. 

The problem is that one of the events 
in PROChazard adds 50 yards to the 
length of your shot. This may of course 
change your current state (eg. from on 
fairway to on green). Unfortunately, the 
program as published fails to make this 
check. | enclose the new lines | have add- 
ed to my own version to correct this. You 
may care to publish these in a future issue 
of Games Computing. | am sorry about 
this — | do try very hard to eliminate any 
errors before submission. 


Xs IF PLACE%>2 OR DIR%<L THEN 392 


I135@IF DIR%< a OR PLACE%=3 ENDPROC 


I 3SSPRINT’ “Your ball landed on a rock and” 


O:IF D%<S THEN D%=-D%: DIR%=-1 


135S8PROCtest:IF DIR%<S AND PLACE%<S THEN 


:ELSE ENDPROC 


Jonathan Evans 
Plymouth 


Don’t worry Jonathan and thanks for sen- 
ding the corrections in to us. As you can 
see, we've printed them with your letter. 
The bug didn’t seem to deter people from 
keying in your game, though, which is 
good news. 


AC 1A 


Dear Sir 

Last November | went to my local com- 
puter shop and had a nice chat with the 
manager. | explained that | was about to 


710 


purchase a computer and needed expert 
advice on what to buy. 

| explained that | was unemployed and 
would not be able to change or upgrade 
the machine later. He recommended the 
16K ‘Laser 200’ saying it was very 
popular and lots of software was on the 
way. So far | only have one tape and | have 
not seen any books or programs for this 
machine in the six months that | have had 
it. 

Can you imagine how | feel when | see 
the vast array of programs for the Spec- 
trum, which is the same price as the 
Laser+ 16K. Surely somebody must 
have some programs for this machine or 
am | the only one that was stupid enough 
to buy a Laser 200. 

If it wasn’t so expensive | would throw 
it away. 

Yours dejectedly 

Stephen Carpenter 

Torquay 

We know of no software houses that pro- 
duce or market software for the Laser 


“bounced an extra Sw yards.“:D%=D%4-S 


PRINT“You went past the hole.”":ENDPROC 





200. We do know that the Laser 200 is 
no longer on sale. If you've only had your 
computer for six months then you might 
have some justification for taking the 


computer back to the retailer as it was 
clearly sold to you for a purpose that it 
was not fit for. If you make enough noise 
you might get a refund, or an exchange. 
When buying a computer it is essential 
you know what you are going to use it for. 
Consult several dealers instead of just 
one. Computer sellers have obviously got 
a vested interest in selling whatever they 
can’t get rid of and this may prejudice any 
advice that they give you. It would be as 
well to bear that in mind in the future. 


—~TA- 8A, 


Dear Editor 
It is always good to see magazines cater- 
ing for faithful TI99/4A fans. 

We at Parco know only too well how 
many there are, and how dedicated they 
still are to their machines. 

By way of response to the letter of W. 
Fairbairn in the June ‘‘Games Com- 
puting’ regarding file keeping, may we 
draw your attention to the program we 
have just produced ourselves to fill this 
very gap in the TI market. 

It is a record keeping program written 
in Extended Basic, and we would be hap- 
py to supply details to any interested 
readers. 

Incidentally, any TI fans concerned 
about supplies of hard or software will be 
pleased to know that we stock virtually 
everything that Texas have ever produc- 
ed for the 99/4A, and that we have more 
new items on the way. 

F. Parrish 
Parco Electrics 4 Dorst Place 
New Street Honiton Tel: 0404 4425 


Thanks very much Mr Parrish. I’m sure all 
Tl devotees will find that information 
useful. 


Have you got any opinions to air, has someone somewhere upset you and 
you want to grizzle and gripe? Or maybe you're full of the joys of spring 


and feel like telling a happy oto? 


Whatever you want to say, be it good, bad 
here at Games Computing and get it off your shoulders. 
Send your letters to: 
‘Postman Pat’, Games Computing, 1 Golden Square, London W1. 


or indifferent drop us a line 
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FOR ANY SPECTRUM 
Spider's Web by Peter Milne 
Micky is a greedy little spider. He 
traps lots of Flies and Wasps on hi 
web and then stores them to eat la 
but it's tough for Micky, as the Flies 
bite back. 


FOR ANY SPECTRUM 
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Mega Fruit by Bob Hitching 

This is the ultimate fruit machine, 
with all the features of the real 
Arcade machines, such as Nudge 





Games from the Gods 


ALL PROGRAMS ONLY 


£5°95 


E Including VAT ist Class Postage 
& Packing by return 


Nace” F 


FOR ANY 48K SPECTRUM 

Jack and the Beanstalk 

by Chris Kerry 

Will Jack get the riches from the 
Giant's castle without being stomped 
on. Will he climb the beanstalk 
without falling off; only you (and 
Jack) will know as you rush around 
looking frantically for the treasures 
you desire. 


FOR THE 3K OR 
EXPANDED VIG 20 
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FOR THE UNEXPANDED 

VIC 20 and the CBM 64 

{CBM with Adman Speech) 

3D Silicon Fish by Chris Stamp 
Sillo has to collect Silicon and 
return to Earth before the Krilyon 
destroys him. Will he make it and 
collect his reward? Only you can 
tell 

RETAILERS CONTACT: 


MICRO DEALER UK Ltd ON ere ee 


FOR THE BBC ‘B’ 

Pyramid Painter by Chas Smith 
Can you help Bert the painter finish 
off the pyramids before the balls or 
Thin Man finish him? 


FOR THE BBC ‘B’ 

Desperate Dan by Re 
Deep down in Dan's d 
ghastly monsters, he k 
bay with liquid dart 
liquid is very st 
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Bongo 


Enjoy the hilarious antics of the comical 
mouse as he collects the lost diamonds. He S 
climbs ladders, slides down chutes, use transporter 6 cies 
- . = os . ee  ¢ 
and trampolines to jump across the divide. Multi screen i — 
game with three levels of difficulty. ‘ Tr 
Commodore 64 £7.95 — Vic 20 £7.95 — Spectrum £5.50 


Space Pilot Flight Path 


Realise your dreams of being king of the open skies. 737 

Fly your aircraft into unrelenting dog fights with An advanced Pilot Trainer. 
enemy fighters. Prove how well you can handle your craft. | Written by a flight simulator 
Five stages of tough engagements. instructor and pilot. Panoramic 


a Pilot's eye view. 
Commodore 64 £7.95 Spectrum £5.50 Commodore 64 £7.96 — Vic 20 £7.95 


Also available on Disk at £9.95 


TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322) 92513/8 
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING £2.00 OVERSEAS 





























BLOCKMAN 





Blockman for the Commodore 64 comes 
to you all the way from one of our 
Norwegian readers and despite its name is 
not another Pac-Man clone. The game 
features you as the intrepid hero whois try- 
ing to defuse a load of TNT that is threaten- 
ing to destroy the world. 

Defusing the bomb quickly gains you 
bonus points, but running over the flags 
results in a lot more bonus points being 
dished out. But can you run the risk of be- 
ing stuck too far away from the bomb 
when the time limit runs out? Remember 
your life depends on it. 

This game is for use with any Com- 
modore 64 plus joystick and features full 
hi-res graphics, colour, and sound. But 
stop reading this and start typing it in, 
‘cause it really is a smashing game. 


RUNdown 


Line Action 


2-130 Start up andinitialization. - 


200-999 ETM (exe) om 


1000-1999 Print up start screen. 
2000-2999 End of game and hall of 
fame handling. 
3000-4500 Do bonuses. 
5000-5500 Title page. 
6000-6500 Instructions. 
7000-7700 Define graphics. 
8000-8100 DATA for graphics. 



























Conversion Clues 


This program uses a lot of 
very cleaver stuff, making 
it very machine dependent. 
If you are good at 
programming a VIC you 
might have some luck 
but most other 
machines are completely 
out, I'm afraid. 
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f POKES4276, 6: POKES4 








OKES2. 48: FOKESS6, 42 °CLE 


Aone oae 





Tes6a20 


4 LE=1@:T=1:IN=.5:NI=1 
GOSUB1 BG 
$=1064  N=O:Y=O:V=54272 :PO=S:PT=$'F= 


FORL="'TOV+24 : POKEL. @ NEXT 
41=X°4'1=4 

IF CPEEK(JO>AND1 9 =OTHENIFY=>1 THEN 

IF CPEEK ¢ JODANDZ 

IF CPEEK ¢JO>ANDS4 

IFCPEEK (JO ANIIS = 


Yo 


See er eaenc 







— 


1 
S"TARC24>"eTIM: a" BSCTD 
PE=FEEK CPO? 


1 
IFPE=1 S6THENGOSHU 
IFPE=148THENF 1=1 BOSUB4 


IFPE=S2THEHPOS=PT : S=X1 vt GOTOZEa 
POKEPC, 129: POKEPO+1. 129: POKEPO+4G6, 138: POKEPO+41. 131 


IFPOS PTTHEHPOKEPT . 22: POKEPT+1. 32: POKEPT+4@, 32: FOKEPT+41, 32: PT=PO0 
T=T+IH IFT>=S8THEN15S99 
GboToOsba 

END 

POKES 3286, 5: POKES3281,2: PRINT "Coie" 

FORI=1T011 

PRINT'S | | | | lect Belen 

Poy malta ett eo eT 

HEXT 

PRINT"S | | 


2 a ec reece, 
FORI=1TOLE 
PRINT" Sia" | 
FOR J=1TORND(1> #11 


PRINT" Ml" i = NEXT 


FORJ=1TORNINC1)#18°FPRIBT! RBI" NEXT: PRINT" ASE REEF": 
PRINT "Sia" | 

FORJ=1TORND(1)#11:FRINT" Ma"; > NEXT 
FORJ=1TORNDC1) #18: PRINT OBI: “NEXT> PRINT "GSH REELK" | 


NEXT 
PRINT " SHOATATOATALCe ROPE PPR ER PR! RO” 





RETURN 

REM 

POKES4276, @:POKES4277. 6: FOKES4279, G: POKES4296, 15: POKES42 77, 128 
POKES42 78, 255 : POKES4276, 125° POKES4273, 57 

FORL=158TO1STEF-1 

POKES 4273.L:POKE5S4296.L/16: POKES3281,L:NEXT : POKES3231,2:POKES3296.5 
POKES 4276, 6: POKES4277. 6: POKES4278, 8 

GOTO2Z266 

REM 

PRINT “ SiAUeleleletelelelelsleled BB BB SORRRREBI" 


Pe eeepeee 
PRINT" SRORRRRBI 

POKEPO, 128: POKEPO+41, 131: POKEPO+F,S: POKEPO+F+41, 
POKEPT. oe Cat eeicas. POKEPT+4@, 32: POKEPT+41.32 
277.8: POKES4278, G@ : POKES4296, 8: POKES4277, 128 
O55 | POKES4 276, 33: POKES4273.57 


SORRY YOU ARE DEAD PDBDEEDB: 





cs 
~ 





POKES 4278, 
FORL=1T0166 
FORW=1TOLSG@STEPL ‘ POKES4273, W: NEXT: HEXT 
POKES 4276, 0: POKES4277. 6: POKES4278.8 
GOSUB2566: REM SCORE 
GOTO48 

PRINT"OQ" 
PRINT " Siaeteleled hI 
IFSC<=RE¢ 18> THEN2576 
POKE198,6: PRINT "“AlelaHAME" ; 


SCORE: "SC 


> INPUTSC$ 


5 SCS=LEFT#(SC$, 19) 


FORK=LEN(SC#)TO19:SC$=SCH+" 
G=9: PRINT" OO" 

PRINT "SIRI HALL OF FAME aekokaRORs 
IFG@=—1THEN2766 


"= NEXT 


FORI=GQTO9:PRINT"NR. "TABC6-C1+1)/99I+1" "REFCID" PBBBSEBI"RECI >: NE 
IFSC<=RE( 16 THEN2798 ere : 
IFRE €Q><SCTHENRE (Q+1>=RECQ> :RES(Q+1=RE$(@) :RECQ)=SC REF COD=SCF G=@-1:GOTQ 
) PRINT "Sialdsielioedokeeeeee HALL OF FANE EXE HERARE DAREN! 
FORI=GTO9:PRINT"NR. "TABCE-CI+19/79)1+1" "REFCIO" PEMMBMRRECID NE 


T=1:SC=6:LE=1:SC#="" 
PRINT " Sieleleledelalelelabeateleletetelalsleletete) PRESS ANY KEY OR “FIRE 


5 GETAS: IFAS=""ANDPEEK(JO><>111 THEN2805 


PRINT "2": POKESS286, 15: POKES3261,15 
RETURN 

REM 

$C=SC+26 

POKES 4276, G:POKES4277. 6: FOKES4279, 6: 
POKES 4276, 33: POKES4273. 57 :POKES4272, 


eres 


POKES4296, 8: FOKES4277. 64‘ POKE64278. 128 
37 
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@ RETURH 
$993 REM THT 

4668 iach y &: POKES4276. 6: POKES4277,&: POKES 4296, & 

4865 POKEPT. 32: FPOKEPT+1, 32 :POKEPT+4@, 32 :POKEPT+41 . 32 

4816 POKES4278., 255. POKES4276, 17: POKES4273, 57 

4826 FORL=166TO1STEP-1 

4825 | F2: e=F2+1 : TFF2=1THENPOKEPO, 125: POKEPO+1, 129: POKEPO+4@. 136: POKEPO+41, 





; ; POKEPO, 144: POKEPO+1,141:POKEPO+44, 142: POKEPO+41,143:F2=6 
FORW=78TOZ3GSTEPL : hater of 16 {hick sorcble NEXT 

mM POKES4276,6:POKES4277.6:POKES4 6 

4058 POKES4276,33: POKES4273, 95 : PORES4277 8: POKES4287, 128 

$166 F1=6:PRINT"O" > FORW=TTOss 

$116 PRINT" SALEVEINNI TABC11>"SSCORE > 8"SC"S" TABC24> "RTIME* S"BSCl> 
$115 POKESS296, 15: POKES4296, 6 

4126 SC=SC+1° FO=BO+1 ‘NEXT 

4156 PRINT" site) BONUS "BO: BO=6 

4166 FORT=170999 : NEXT 

4258 SCsSC+1:LE=LE+2: IN=IH+. 1: T=1‘NI=NI+1 

$568 GOTO 1686 

SGGa PRINT "Tile" 

Saigo FRINT" 
5626 PRINT" 
5630 PRINT” 
S64@ PRINT" 
565@ PRINT" 
S6@ PRINT" 
S74 PRINT" 
5880 PRINT 
5696 PRINT 
5166 PRINT" 
S11@ PRINT" 
Si26 PRINT" 
514G PRINT” 
Sisa@ PRINT" E : 
3166 PRINT" S Rca |  # 8 Ba SeAee" 
5176 PRINT" ECs e- € & € & 
51386 PRINT" 81ehi BY JON-M. JOHANSEN" : 
Si9G PRINT" S3BBBBBBRPRESS “FIRE” FOR START" eee! 
5268 WAITSS326.16,16 — ts pe 
S5@@ RETURN : 



















VEE REE 





te 
MM UM MRM 


6606 POKES328@, 15:POKES3291,15 

5G10 PRINT" Tae AOR BLOCKMAN soe 

6620 PRINT" MeGSYOU CONTROL A MAN SIRZANEMIBCSRS . AND HAVE" 

6036 PRINT" NTO DRIVE OVER ALL FLAGS “IHIMEBWKMEE 3°20 POINTS?" 
6646. PRINT"MIF YOU HIT A SKULL 1) ANDERNFG@S YOU WILL DIE." 
666 PRINT"MIF THE TIME RUNS OUT OR YOU HAVE " 

6676 PRINT"SPASSED ALL THEDL"#N HURRY TQ THE TNT" 


608@ PRINT" AWHEN TIME IS UP THE TNT WILL EXPLODE. TstL Ma mNOmS" 
6@96 PRINT" STANDING STILL MAKES THE TIME GO FASTER" 
6695 PRINT" NOU CAN ONLY MOVE ON THE GRID ." 
610@ PRINT" MIN THE NEXT LEVELS THERE ARE MORE SKULLSMAND THE TIME 
GOES FASTER... 
615@ PRINT" MR WAIT A WILE , READING DATA. =" 
8500 RETURN 
7808 IFPEEK(13439)=192THEN7 180 
762 POKES6334, PEEK (56334 »AND254 : POKE 1, PEEK¢ 1 )AND251 
763 FORI=0T02648 : POKEI+12288, PEEK (1+53248) : NEXT 
764@ POKE1,PEEK(1)0R4: POKES6334, PEEK(56334)0R1 
714@ [=12288+88128 
715@ READA: IFAC>-1THENPOKEI, A: I=1+1 :GOTO7156 
7186 POKES3272, (PEEK(S3272AND240) +12 
94 1=12289+8#146:K=255 
FORA=@T07 
FORJ=1-1T01+3:POKEJ,@:NEXT: I=J 
FORJ=1-1TO1+3:POKEJ,K:NEXT: 1=J 
K=K-21A : NEXT 
DIMBS(8S) 
AF="RSTUVWAY" /L=18 
FORI=TO18 
FORM=1T08:E=E+1:BS¢E)="a" 
IFL=GTHEN7450 
7430. FORK=LTOISTEP~1 
7440 BSCE) =B$(E)+"R" :NEXT 
7456 BSCE>=BS(E > +MIDSCAS,.M, 1>+"" 
746 FORJ=16-LEN(BS(E> )TOGSTEP-1 :BS(E)=BS(E)+" "= NEX 
747@ NEXT:L=L~1:NEXT 
7500 FORIBOTOS:RESC IIE"... cece ccenecevences "= NEXT 
7700 RETURN 
8064 DATA15, 79,63,9, 11.30, 6G,63, 24,242,252, 144,176,120, 60,252.63, 63,63, 
8610 DATAG, 6, 30,62, 252, 252,252,244, 96,96, 126, 124 
8619 REM SKULL 
862@ DATA7, 31,31,57.57.63.29,7,224,248, 248, 156, 156,252, 184,224 
& DATAIGS, 243,252, 31,7,254, 252, 96,23G, 175,63, 248,224, 127,63,6 
REM FLAG 
DATAG, @,@,G, 15,63, 15,0,0,6,30, 254,254,254, 254,254 
REM FLAG 
DATAG, 56,32, 48, 32,32,6,0,36,6,6,6,6,.6.6.8 
REM TNT 
DATAG, G,1,3, 15,63, 127, 239,48, 200, 192. 192,240, 252, 254,247 
REM TNT 
DATA1 99,239, 168, 169,61,.31,15,3,227,247,54, 182, 188,248,246, 192 
DATA-1 
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ELECTRONICS 










Vic 20 computers 
have been talking back to 
their owners for quite some time. Now, 
Commodore 64 users can have that same’ 
pleasure too—by getting an ADMAN‘ 
SPEECH SYNTHESISER! It’s word power Y 
is endless as there is no set vocabulary. Yet 
operation is simple. The 64 elements of 
English speech are pre-programmed to let you 
put your words together as soon as you switch 
on. Just imagine....you'll be able to program your 
own adventure games with characters that can ¥ 
actually talk. Many leading software houses are 
now developing programs that are compatible 
with the Adman 64 Speech Synthesiser. 

First releases are: 
Twin Kingdom Valley (Bug—Byte) Attack— 
Attack (Voyager) 3D Silicon Fish (Thor 


ak ommodore 64 
so... {finds its voice! 


nd 16k RAM PACKS and ee ee ee ee ee ee 

















PORT EXPANSION 1 Please send me information on Adman Vic 204 


4 1 Adman computer accessories are available from a 
IOTHERBOARD good computer shops. For futher information, why | Accessories ; 
Prices around: not take a lead from our speech synthes|ser ask 1 : 1 
for it! See you local dealer or simply post the 1 Name 1 
8k RamPack ..... £29.95 coupon 1 ! 
16k Ram Pack. .... £39.95 } Address st 
Motherboard. ..... £19.95 Dept. C, Adman Electronics Ltd., Ripon Way, i l 
Speech Synthesiser . . £49.95 Harrogate, N. Yorks, HG1 2AU. Tel. 0621 740972 SSeS ee 
. 8/84 GAMES COMPUTING i 


Adman Electronics Ltd. is a member of the Adam Leisure Group PLC 











for the widest range of software for the ZX Spectrum, 


Commodore 64, VIC 20, and Atari plus many titles for New titles are stocked within hours of release — 
the Dragon, Apple, BBC and Electron. call our friendly knowledgeable staff for details. 


VIRGIN GAMES CENTRE, 22 OXFORD ST.,LONDON WI. ()|:637 /9!l 
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Once again you have to protect humanity 
against the Alien hordes using your VIC 
20. This time they’re meaner than ever as 
they dodge and weave down the hyper- 
shaft, 3 at a time, evading your missiles. 
Worse still, they can sneak down hyper- 
tunnels with impunity. Will you be fast 
enough to catch them as they emerge? 

You control the missile launcher with a 
joystick, and you can abort a missile run at 
FTalvan dlnat-W o)vamol¥] i [ale Ml oy-(o1 am Mal(cMe) ella mer. 18) 
give a rapid fire facility with practice. 
Useful when the aliens are on top of you! 
You get more points the higher the alien is 
upsthe shaft, and for every hundred points 
you get a bonus of 25 missiles. 

The game features full colour, in- 
Ac-Yele-}t-1o myo) 0 late Mm-lale Malerc-c-Me|f-]o)al [orem @lolele| 
luck — you're looking for scores of over 
500. 






















Conversion Clues 


le Tolere Molcevelr-luslualiare Mm ole-(et(cMar- lime (elal-M 0) 7 
the board to fit this program into the unex- 
rey-Tare (=e Mm A | O€mW/A OB am Oke) a\7-1c-1[0) aman Commo) tal 1g 
machines would be difficult, and not 
recommended, unless they were from the 
Commodore stable. 


Variables Used 




















HG High score: 

PH Previous high. 

N$ Name. 

S,M,A Characters. 

PS,S(I) Missile launcher position. 

A(l), Bil) Alien position. 

NB Number of aliens. 

P1,P2 Screen cosordinates(o,0) 

LG Alien legs. 

$1,S2,V Sound regi§ters. 

= Missile status. 

PI 7o,, s- Score incr nt. 

a i 
“y. Partial score’count. 





ay, | 
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PRINT" C3 BBBRALIEN SNEAK" :POKESES79,5 

POKES2,28:POKES6, 28: CLR 

FORI=7168T07673 : POKEI, PEEK(1+25668) :MHEXT 

FORC=7432T074739 : READA: POKEC, A: NEXT 

LIATA6G, 96,64.24,24,36,66,231 

LATAG, 24, 24,24,24,24, 162, 162 
6,16,16,.16,46,6.6,.6 


5.255, 





255,255, 255,255, 255.4 
DATAS6., 8, 36,56,66,8, 36,56 

LDATAS,. 4,4,6,6,.6,6,8 
DATA-23,-22,-21,-1,6,1,21,.22,23 
DIMJIS¢2, 2): POKES 139, : ID=37154 : PA=37137 
26 FORI=@T02:FORJ=6T02:READIS¢ J, 19 °NEXTIO1 
26 POKES6369, 255: GOTO48 

36 PRINT" SCs BICONGRATULAT IONS" 

32 PRINT" 8tgIA NEW HIGH: "HG 

4 PRINT" MEAP REV IOUS HIGH" 

6 























Mohr ee ee OH 


SHAOHAMS 


PB=37152 


RINT" SINE PH PH=HG 
"3 INPUTNS 
F=G 












6 MC1s=1:Mc2) 
43 FRINT"Z" 
5@ F1=3164'P 
52 FORK=2T08: FORY=2T022 : POKEP1+X-2244. 36: POKEP2+%-2247'. 2 NEAT 6 

54 FORM=127018: FORV=2T0Z2 : POKEP 1+X-Z2#'7, 36: POKEP2+K-2284'. 2 NEXT 8 

56 FORY=3TO2Z6STEPS 

patted POKER 1+8—2244. 32: POKEP2+8-2248'7. 1: POKEP1+12-2284'. 32: POREP2+12-22 #9. 1 

6@ HMEXT'Y 

62 FORW=67018: POKEP1+7-Z2eyY, 32: POKEP2+7-2287, 1° POKEPS+13-22#'. 1 POKEP1+13-224#7, 
2: NEXT 

4 PRINT" SIM (eealalsleletelelalelelelelelelelelelee BASS MAL TENSE 2 SPR SNEAKS" 

66 FORX=3T017: POKEP1+%. 36: POKEPZ+%. 2: NEAT 

6° PRINT" SaaaR RSS COREMRBRETISSL" 













3 





i] BI 
Te SPase2) : POKES(2). 3: LG=126:S$1=36875 : V=36878 : POKEV. 15° S2=36877 > E=37 -MS=166 K=6 
:T=33 
74 GoTOLS2 
76 FPOKEDD. 127:. -( «PEEK (PB AND128)=@> :POKEDD, 255 
P=PEEK CPA) ¢ ¢PAND169=@) : Ji=-¢ (PANDS>=G> : FR=—¢ (PANDIS2 => 

































A [FFRCDGANDF=GTHEMF=1 POKES1, 2@G:MS=MS-1 : PRINT" Sse OPP PRP P RPE! fee's: POK 
ES1,8°R 

2 SP <> =1 

4 IFJ THENSP=S¢ 19 > GOTO8S 

86 IF J3<>GTHENSP=S¢3> 

@& FORI=1TO3:POQKES¢1). T° NEXT: POKESP, S: RETURN 
3@ IFAB=1THENAB=6 : POKE'. 32 °F=6 

32 IFF=Q@THENRETURH 

94 IFF=2THENPOKEY, 32: GOTOSS 

36 I Y=SP 

33 FE : IFFK<>32THENIG2 

166 POKE'. M1: RETURN 

182 ATHEHF=6 : RETURN 


266: FORI=1TO3 
W-22THENP'S=ACI> : POKEPS, E: POKEPS+38728.4 AC TO=P1 


ms 
@ 
ao 








- 
Pn) 
n 


16e NEXTI 
11@ HB=NB-1: IFNB=G@THENNB=3 :GOTO116 
112 J=1:FORI=1TO3 
114 IFACI2<>PSANDACI9<>P1THENACIJO=ACT? J=J+1 
116 NEXT: GOTO126 
116 FORI=1T03:ACI9=BC1) : NEXT 
126 PL=INT<(¢P1-PS)44) : SC=SC+PL* K=K+PL 
22 PRINT" SSeWBBl SC: FORI=1T015:GOSUB136 : NEXT :POKEPS. 32° POKEPS+36726) 1 
124 F=@:FPOKES2, 6: RETURN 
126 I=INTCRND¢C1>#NB2+1 : JSINTCRNDC 1 #3941 
128 PK=PEEKCACID4+M¢.I>>: IFFK<>32THEN132 
POKEACI>, 2: ACI SACI 4+MCJ> -POKEACIO. A: RETURN 
,IFPE<>STHENRET URN 
POKEAC I), 32: POKES2, 190: POKESP. 37 :FOKES(19+3072G. 4 > EN=1 > RETURN 
POKES 1.LG: IFLG=126THENLG=231 :GOTO146 
38 IFLG=231 THENLG=126 
144 POKE?7$39,LG:FOKES1,.6: RETURN 
i4@ REM MORE MISSILES 
144 K=G°FORI=1TO25 
146 FOKES1, 260+1 #2: MS=MS+1 
145 PRINT" RRR RRR RPRR] = PEBI'NS: POKES. 
156 HEXTI > RETURN 
152 FORI=1T03:ACI>=BC1> :POKEACI>.A:NEXT d 
154 FOKEC,S 
156 GOSUB?6 : IFMS<=GTHEN1 66 
158 GOSUBS6: IFK>=1GGTHENGOSUB1 44 
166 GOSUB126: IFEN=1THEN166 
162 GOSUE136 
164 GOTO156 
166 FORI=17T01@: GETA#: NEXT :POKES2.6 
166 PRINT" S#BBIPRESS SPACE BAR” 
176 IFHG<SCTHENHG=SC 
172 GETAS 
174 IFA$<>" "THEN172 
176 IFHG<>PHTHEN3G 
172 GOTO4e 
READ. 
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WONKEY WARLOCK 
CRAZY CAVER (and the Quest for the Crown of Zol) 


'*That Shine 
That Shine 


ul SOFTWARE 
=e 95} FOR THE TI99 4A 


Superb graphics and 
animation you won't 
want to stop playing. HUNCHBACK HAVOCK SNEAKIES BATTLESTAR ATTACK 


DADDIE’S HOT ROD 


A viscous dragon 28 
stolen the Crown of Zol 


Sige ee 


Je oy 


MINEFIELD | 


- Tia cas ; STICKS 
TI-BASIC £5-95| | Ti-Basic £5-95| |memony £6-95 5 EXT-BASIC £6-95 
Take daddie’s hot rod Egor the hunchback Far out on a deserted An enemy battlestar is Two fabulous games 


out for a spin down has got himself locked plain the sneakies are poised to destroy your for the price of one! 
perilously twisting roads. inside his master's ereat-sobete home planet. 


castle 
THE WAY FORWARD FOR THE TI 99/4A 


LANTER 4 HAFFENDEN ROAD TENTERDEN KENT TNS3O 6QD. 
J nltivsCASSETTE 











VALUE thats - 
out of this. world © 


-50.GAMES ON ONE: CASSETTE. 


DRAGON: 7G sie Spectrum’ @appie’ ATARI ‘ORICA: 787. VIE BO © 


aS ee ee ee ee eee eee 
Please send me by return of post, Cassette 50 at £9.95 












* It is impossible to | 








ee ihe a Ps pot Sid ] EXPRESS DELIVERY - per tape. | enclose a cheque/postal order for j 

- Ss hi | 

. CASSETTE - 50 but they include ORDER NOW £ Pera Ga bia 

* many types such as maze, arcade, | = % i | 
missile, tactical and logic games. Narie Please debit 
to suit most tastes in computer | my BEDE No. | 
game playing. ; Address a es _ 
CASSETTE - 50 will appeal to i SPECTRUM [ | ORIC-1 2X 81 vic 20 \ 
people of all ages and the games = 1) prac | ran || “APPLE Tol fel 
will provide many hours of = - : saad LS es Aran a) a= 

x entertainment for all the family at | Post Code ae Cascade Games Ltd.. [ 
a fraction of the cost of other Suite 4, 1-3 Haywra Crescent, Harrogate, 
computer games.-_ . , set ! Country cascade North Yorkshire, HG1 5BG. England 1 
a SONG Ye Dealers & Stockists enquiries welcome. *“©@"m* Telephone: (0423) 504526 GC/8/84 

L le ee ee Li bl ee 
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Five million Barbarians, an army or two of 
Persians, several thousand upset Arme- 
nians, fifty legions of itinerant Italian- 
Ser cas and you! 

So starts Argus Press Software's new 
simulation game ‘The Fall of Rome’. You 
play the part of the emperor of the Roman 
empire trying to prevent the barbarian 
hordes taking over the remaining territories 
of the Roman Empire. 

APS in conjunction with Games Com- 
puting are giving away 100 copies of this 
fantastic game in return for the first 1200 
correct answers to the quiz on this page. 

The fall of Rome startsin395 ADandit 
is your job to survive the next 60 years 
without being totally overwhelmed by the 
eleven tribal groups of the North. To addin- 
sult to injury the two Eastern empires try to 
take advantage of your troubles. The game 
is played over 12 rounds each covering a 
five year period. In each period you must 
decide what to do with all your Roman 
legions. Taxes need to be collected and 
gathered by your forces, much to the 
distaste of those being collected from (just 
like today really!). And most of all your ex- 
isting territory needs to be defended. 

The game is a full feature simulation and 
not just a zap-the-klingons (barbarians?) 
game, witha full graphical display of amap 
of Europe in the time of the Roman Empire. 
The game is available for a range of popular 
machines: 32K Atari, BBC B, Commodore 
64, Dragon 32 and 64, and the ZX Spec- 
trum 48K. Remember to specify on your 
entry form which machine you want the 
game for — if you win! 

Argus Press Software is a member of 
the Argus Press Software Group which 
features such other brand names as Clever 
Clogs educational games, ASP Software, 
and also publishes the new tape 
magazines, where a magazine is provided 
on tape to load in to the user's machine. 
Argus Press Software specialises in the 
more serious aspects of computer games 
with a range of mainly adventure, simula- 
tion, and strategy games. 

The Fall of Rome was written by Martin 
Edwardes who is products manager of 
APS and also has been writing our 
‘Wargames’ series that has recently finish- 
ed, including the Arg Wars wargame in the 
final episode. Martin has been involved in 
wargaming for some time having been, 
amongst other things, assistant editor of 
‘Wargamer’ magazine. He has also had 
three board games published before mov- 
ing into the world of computer wargaming. 
He owns on Atari (which he wrote The Fall 
of Rome on) and a Commodore 64, but 
prefers the Atari as it was his first micro- 
computer. 


How to Win 


Printed on this page are three questions 
about the Roman Empire in the time that 
The Fall of Rome is set. All you have to dois 
fill out the coupon, state which machine 
you want the program for, and put the let- 
ters corresponding to the answers you 
think are right next to the respective 
number. So if you think the answer to 
question two is ‘B’ then write ‘B’ next to 
number 2 in the space provided on the 
coupon. 


The questions 


1. On the map on this page are the Roman 
names for the countries that make up 
Europe. What are Macedonia, Gallia, and 
Aegyptus now called? 
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A: Germany, France, Belgium 
B: Greece, Belgium, Egypt 
C: Greece, France, Egypt 


2. What was the Roman name for Paris? 
A: Pompeii 

B: Lutetia 

C: Londinium 


3. Who was the Roman emperor at the 
start of the game? 

A: Nero 

B: Julius Caesar 

C: Honorius 


Send all entries to Fall of Rome Competi- 
tion, Games Computing, 1 Golden Square, 
London W1A 3AB. Write the letters you 
come up with ie. ABC, CBC etc. on the 
back of the envelope. 


Vandali 





Allemanni 





[ Competition Coupon 





Burgundi 
























Hunni 


Ostragothi 





Address to: Fall of Rome/Games Computing Competition | 


Competition Rules 
Bh This competition is open to all UK readers of Games Computing, except 
employees of Argus Specialist Publications Ltd, their printers and distributors, 


employees of Argus Press Software or anyone connected with them. 

Asiong as the correct couponis used for each entry there is no limit to the number 
of entries per person, photocopies will not be accepted. 

All entries must be postmarked before the 31st July 1984. 

The prizes will be awarded to the first 100 entries judged to be correct by the 


editor. 


No correspondence will be entered into with regard to the competition results and 
it is a condition of entry that the editor's decision is final. 
The winners will be notified by post and the results will be published in a future 


issue of Games Computing. 
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You are the commander of aSub in the 
English,channel and_have to torpedo.as 
many ships as possiblé. This is novasieasy 
as it sounds because@ydu have to‘control 
yo hilst on-thermovestorface the 
~ene You can also.be rammed if you do 
ve deep enough; but. you cannot dive 
0 deep because you will-cfack the hull. if 
ju are at a sate depth andinear the ship it 
ay deptheharge you: 

The game bas @full instrument read out 
nd. radar“sounds, there sare also asdic 
sounds When you dive deep. The screen is 
plit between a plan view of the ship and 
the’sub; “and -e periscope: view. Inthe 
ye periscope Vidw¥6u Can-see' the level of 
water.as You dive dnd:surtace and if you 
are Pointing: at. the:ship’at the right depth 
you: will se6 a View*oPthe ship. This is the 
timé.to fire’a torpedo, if you hit the ship the 
periscope view shows the ship exploding. 


















Conversion Clues 
Here is a list of TI-99 4A specifiqgg@Rapnié 





G>mmands. 
RUNdown ire torpedoes. ‘ 
Action . 4.500 -1 Og Asgie-and pagar. CALL COLOR (A,B,C) Set chafgeter 
100-280 instwetons TO2ZO82060) Sub contro _ group Ate 
280-360 Constants. 2070-2140 Lose control. imela:kepae’ Have) 
370470 Colours. 2150-2250 Too deep routine. colourdé@&..and 
520-700 Define characters. 2260-2320 Rammed routine. bagke@round 
710-970 SetuBereen . 2330-2530 Depth charge routines BolourC. [4 
980-1050 Enemy COntrals 2540-2700 Final score CAKE YA OmierSy Accept input 
from 
Keyboard. 
CALL CHAR (X,NS) Détinreen aSGi 
mondemero Hex 
Sinha gis - 


ae 4 





CALL SOUND (Dei, V) 


CAtt HCHARTR,C,A,N) 


“RRA 


\ 
D 


CALL VG gence 


hey, 


Create sound 


of d_ milli 
secon 

fre 

are Myce) (0) 


repeats 
Vertically. 
Equivalent of 

PEEKing the. 

screen co: 

ordinates C, Ri "tiie. 
into variable N. 

Clears’ the 

screen. 

Oxo) Kol 0h wn aay) 

screen in 


iia 





3 CALL 


.00 
110 
320 
130 


40 


CALL CLEAR 

REM KEXERKEKKE KEKE E ED 
REM CHANNEL FATROL 

REM K¥EEKEKKEKKESE EEE ES 
REM BY B.W. DAVIS 

isc REM RORRERAEA EEE ETAT 
160 PRINT “CHANNEL PATROL. "33 "YOU 
NG THE BRISTOL CHANNEL. 
:70 FRINT “YOU MUST SIN 
180 PRINT “YOU CAN ONLY 
RRECT DEPTH (1)"2 

1970 FRINT “YOU START YOUR ENGINES WHEN 
SOUTH": "E@EAST". “WHWEST":. 

200 FRINT "YOUR OTHER CONTROLS ARE"“::“U= 
“;"FaeF IRE YOUR TORPEOO’:;: 
210 INFUT "PRESS ENTER": ES 
220 CALL CLEAR 

230 FRINT “IF YOU ARE IN THE 


GRE 


IN A 


AS MANY 
FIRE WHEN 


SHIPS 
you 


AS YOU CAN 
ARE FACING 


YOU ENTER 


UF (TO 


240 FRINT 
WARNEC' 
250 FRINT 
R HULL, “st: 
260 FRINT 

SCREEN.' 
270 FRINT "TO RESTART CHANGE COURES TO 
280 INPUT “PRESS ENTER START":ES 
290 WS="SHIFS GOT THROUGH" 


CALL CLEAR 
Te11 

C=46 

X=O 


“YOU CAN ONLY GO UNDER THE":" 


SHIFS AT 4A 
‘YOU MAY BE DEFTH CHARGED": "AND IF YOU G 
"YOU MAY PAUSE FOR A REST BY RUNNING YOUR 


THE OPFOSITE 


TO 


Raon 
CALL SCREEN(2) 
REM EXXKKREKEXKEERESD 
REM CHAR COLORS 
REM EKXKKKEKEREREESD 
COLOR (1.7.1) 
COLORK(2.5. 
COLOR (3.2.5) 
COLOR (4,6.6 


CALL 
CALL 


CALL 


FOR I25 TO 8 
COLOR (1,2.3. 


CALL 
NEXT 1! 
CALL. COLOR(13,2.5 

CALL COLOR(14.2.6) 

CALL COLOR (15,16.6 

REM S5EERR EEE TEESE 

REM DEF CHARE 

REM SKEETER EERE 
AS="FFFFFFFFFFFFFFFF* 

CALL CHAR (33.AS$) 

CALL CHAR (40,AS; 

CALL CHAR (64. "OB8O0BO80BOBOBICIC" 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 
CALL 


CHAR (92. “OO2040FF 40200000") 
CHAR (93. "1035854191010N1010" 
CHAR (94. "“OB8080808067ZA1C08") 
CHAR (128. "“OOOOOO1LBLBOOOOOD”" 
CHAR (129. "OOOOIC3SCICICOOOO" ) 
CHAR (130. "OOOU7EFFFF7EO000": 
CHAR (136. "OOOOO1071FFF7FS3F") 
CHAR (137. "QQOQOOOCOFOFFFEFC” 
CHAR (138. "OOO0O08081C7F3E1C") 
CALL CHAR (144. "9048249249271 70F"; 
CALL CHAR (145. "0912244992E4E8F0") 
REM KXEEKSEREREK EERE 

REM SET UF 

REM SX¥KERKEKE SEEK EL 

FOR I=2 TO 22 

CALL HCHAR(I.4.33.26: 

NEXT I 

CALL HCHAR(S,5. 668 

CALL HCHAR(3.6, 69) 

CALL HCHAR(3,7. 80) 

CALL HCHAR (3.8.84) 

CALL HCHAR(S,9.72 

CALL HCHAR(3.26,78) 

CALL HCHAR(S, 24,87: 

CALL HCHAR (5.28.69) 

CALL HCHAR (7.26.85 

CALL HCHAR(S.7.C) 

FOR I=11 TO 22 

CALL HCHAR (9.1.64) 

NEXT : 
FOR I=11 TO 22 
CALL HCHAR (1,5, 
NEXT I 

FOR 1=3 T 

CALL HCH 

NEXT 

FOR I=5 TO 7 

CALL HCHAR(1,11,40. 22 


SUBMARINE’: 


BY 
THE ENEMY 


SAME AREA YOU WILL BE RAMMED 


THE 


USING 


SURFACE)": " 


Tr. 
UO 


SUB ‘INTO THE” 


YOUR 12 


D= 


DEEF YOU": "WILL CRACK 


SMALL 


SQUAFE)PATROLI 


TORFEDOES"™ 
YOQUARE AT THE 


AND cE 


YOUR DIRECTION. "31 "N@NORTH", "S= 


DOWN (TO SUBMERGE) 


UNLESS": "YOU GO DEEF": 


DEFTH OF AT": "LEAST (2).BUT BE 


You 


:“SIDE OF YOUR 


DIRECTION. ":: 


770 NEXT I 
780 REM SExERKRES ERSTE SKE KE 


990 

1000 
1010 
1020 
1030 
1040 
1050 
1060 
1070 
1080 
Lov 
1100 
1110 
1120 
i130 
1140 
1150 
1160 
1170 
1160 
i190 
1200 
1210 


122 


At 
tee 


1240 


“7. 
teu 


1260 
1270 
1280 
1290 
1300 
i310 
1320 
RRR 
13406 
1350 
1360 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1450 
1460 
1470 
1480 
1490 
1500 
1510 
1520 
1530 
1540 
i550 
1560 
1570 
1580 
1590 
1600) 
1610 
1620 


REM 


ENEMY CONTROW. 

REM £8850 TET Eee ee E TEE 
RANDOMIZE 

Y=11 

LES 

AZINT ((Y-Z+1) SRND) +Z 

CALL HCHAR(A,U. 130; 

REM S25 ST ETRE ETE TTS 
REM FIRE TORPEDOES 

REM SUesessresesessses 
LB«_ 

RBE#K - 

IF (C+SO) 8(L*A) 8 (RU) THEN 
CALL GCHAR (S, 26.6 

IF G<791 THEN 1150 

R=R+i 
IF G: 
R=R=1 
IF G< 
L=L-: 
IF 6< 
L=L+i 
CALL GCHAR(9.22.J) 

CALL KEY(O,K,.S) 

IF J=33 THEN 7540 

IF A<>L THEN 130¢ 

IF (U> —-S) 8 (G=92) THEN 1270 
IF (U>R)*(G=91) THEN 1279 ELSE 
IF C<>49 THEN 152 

CALL HCHAR(3,17. 138) 

GOTO 1360 

IF U<>R THEN 152 

IF C<>49 THEN 1520 

IF (AKL) *(G#93) THEN 134¢ 

IF (ADL) *®(G=94) THEN 1340 ELSE 1520 
CALL HCHAR (3S, 16.136) 

CALL HCHAR(3.17.137) 

IF K<>70 THEN 152; 

FOR I=1 TO 10 

CALL SOUND (250,.-5.1° 

NEXT I 
CALL HCHAR (3, 16.144 
CALL HCHAR(3.17.145) 
CALL SOUND (400,-7,.2) 
CALL HCHAR(A.U, 40) 

CALL HCHAR(LB,RB, 40) 
CALL HCHAR(9,T,233) 
TeT+1 

U=5 

GOTO 1010 

REM S8E8SRERER Eres Es 
REM SONAR %& RADAR 
REM SEKSERETESETERES 

IF C<S0O THEN 13590 

CALL SOUND(100,3000,0) 
FOR I=1 TO 15 

CALL SOUND(100,.1500,1) 
NEXT I 

CALL SOUND (50. 3000, 13) 
GOTO 164¢ 

CALL SOUND(10.1000,1) 
CALL SOUND( 1500, B00, 205 
REM SERRE EE ESTEE 

REM SUB CONTROW 


27260 


Y9S THEN 1170 


>93 THEN 1190 


94 THEN 1210 


1501 





1630 REM ESREREEER EERE \ 1970 CALL HCHAR(LB.RB, 40) 
1640 IF K<>85 THEN 172¢ q 1940 CALL HCHAR(L,.R.128) 
1650 IF C<#=48 THEN 1680 1950 CALL HCHAR (A. 4, 52 
1660 C#C-1 ; 1960 CALL HCHAR(A,U, 40 
1670 IF C<>49 THEN 1690 . 1970 IF C¢>49 THEN 1990 
1680 CALL HCHAR (3S, 11,56.12) ; 1980 CALL HCHAR(3,16,.56.2 
1690 IF C<>48 THEN 1710 “te i 1990 IF (L=#A)%(R®©U) THEN 2280 
1700 CALL HCHAR(4,11,.56.12 : * 2000 Use: 
1710 CALL HCHAR(S.7.C) 2010 IF U=s29 THEN ZOZO 
1720 IF K<>68 THEN 1800) 2020 GOTO 10% 
1730 CaC+1 7030 CALL HOHAR(A.U-1,40) 
1740 IF C<>49 THEN 176c 2040 Uaz 
1750 CALL HCHAR(4.11.40,12) ’ TOSO X=X+1 
1760 IF C<>S50 THEN 1780 2060 GOTO 1016 
1770 CALL HCHAR(3.11,40,12) 2070 CALL CLEAR 
1780 CALL HCHAR(S,7.C) 2080 PRINT “SORRY"3; 
1790 IF C>S4 THEN 2170 2090 FRINT "YOU HAVE LOST":: 
1800 IF K<>87 THEN 183¢ 210G PRINT “DO YOU WANT TO TRY AGAIN":: 
1810 R=R-1 2110 INPUT "PRESS Y OR N ":Q8 
1820 CALL HCHAR(S, 26.92: 2120 IF O$="Y" THEN 30c¢ 
1830 IF K<>69 THEN 1860 2120 END 
1840 R=R+: 2140 REM £eeaRS EEE EEE KEES 
1850 CALL HCHAR(S.26.91) +] 2150 REM TOO DEEF 
1860 IF K<>78 THEN 189% 2160 REM Ses ae KEKE EEE EEE 
1870 L#L-1 2170 CALL SOUND(2000,-7.0 
1880 CALL HCHAR(S, 26.97 2180 FOR I=23 TO 2 STEP -1 
1890 IF K<>82 THEN 1920 2190 CALL SCREEN (7) 
1900 Le=L+: 2200 CALL HCHAR(I.4,40,26) 
1910 CALL HCHAR (5.26.94) ‘ 2210 NEXT I 
1920 IF (L<11)+(L>22)+(R 3 7220 CALL CLEAR 
<5)+(R>28) THEN ize f 2230 PRINT "YOU WENT TOO DEEP":: 
: 2240 GOTO 2080 
2250 REM *849eeRER EE KS 
2260 REM RAMMED 
2270 REM KESEEEREEEESE 
2280 IF C>SO THEN 2360 
2290 CALL SOUND(1000,-7.0) 
2300 CALL CLEAR 
2310 PRINT “YOU HAVE BEEN RAMMED":: 
2320 GOTO 2080 
2350 REM KERKKEKEKKEEK ES 
2340 REM DEPTH CHARGES 
2350 REM 458EEEEEEEEKEEE 
2360 FOR O=1 TO 5 
2370 CALL SOUND(100,-6.6) 
2380 FOR DELAY=1 TO 400 
2390 NEXT DELAY 
2400 CALL SOUND(300.~-5, 6) 
2410 FOR I[=3 TO 7 
2420 CALL HCHAR(1I,16,129) 
2430 FOR DELAY=1 TO 200 
2440 NEXT DELAY 
2450 CALL HCHAR(I, 16.40) 
2460 NEXT I 
2470 CALL HCHAR(7,16.144) 
2480 CALL HCHAR(7.17,145) 
2490 CALL SOUND(750,-7,0) 
2500 CALL HCHAR (7.16, 40,2) 
2510 NEXT O 
2520 IF C<52 THEN 2660 
2530 GOTO 2000 
2540 CALL CLEAR 
2550 IF X=0 THEN 2600 
2560 IF X<2 THEN 2620 
2570 IF X<S THEN 2640 
2580 PRINT “NOT VERY GOOD ARE YOU":X:ws 
2590 GOTO 2110 
2600 PRINT "GOOD SHOOTING CAPTAIN": X: ws 
2610 GOTO 2110 
2620 PRINT "WELL DONE “:Xi"SHIP GOT THROUGH":: 
2630 GOTO 2110 
2640 PRINT “LUCKY AREN’T YOU": X:WS 
2650 GOTO 2110 
2660 CALL CLEAR 
2670 CALL SOUND(1000,-7,0) 
2680 CALL SCREEN(7) 
2690 PRINT "YOU HAVE JUST BEEN BLOWN“: “OUT OF 
THE WATER":: 
2700. GOTO 2100 
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SINCLAIR ZX-SPECTRUM 

Saftware House Game 
Micromega Code Name Mat 
New Generation Trashman 
Interstella Oetenda 

PSS Blade Alley 
Hewson HD Luna Attack 
Uttimate Atic Atac 
Ultimate Lunar Jetman 
Ultimate Trans Am 
Uhtimate Cookie 

Uttimate Pssst 

Uttimate Jet Pac 
Software Projects Jet Set Willy 
Software Projects Manic Miner 
Software Projects Tribble Trubble 
Software Projects Orion 

Software Projects Ometron 
Software Projects Push Off 
Software Projects Thrusta 

Digital Fighter Pilot 
Digital Night Gunner 
Richard Wilcox Blue Thunder 
CAL Glug Giug 
Quicksiva Snowman 
Quicksilve Fred 

Quicksilva Traxx 

Quicksilva Lazerzone 
Quicksilva 3.0 Ant Attack 
Quicksilva Bugaboo 
Quicksilva Aquaplane 
Quicksilva Timegate 

COS Spectrum Saferi 
cos Magic Meanies 
cos Time Bomb 
Timescape Wild West Hero 
Ocean Eskimo Eddie 
Ocean Pogo 

Ocean Mr. Wimpey 
Ocean Kong 

Ocean Hunchback 
Melbourne House Penetrator 
Abbex Krakatoa 

Crystal Rommel’s Revenge 
Crystal Invasion of Bodysnatchas 
Crystal Hall of the Things 
New Generation Knot in 3-0 

New Generation 30 Tunnel 

A & F Software Chuckie Egg 
Anirog Missile Defence 
Psion Chequered Fag 
Psion Hungry Horace 
Psion Horace & the Spiders 
Psion Horace Goes Skiing 
Spectresoft Strike Four 
Fantasy Pyramid 
Fantasy Doomsday Castle 
OK-Tronies Startrek 3000 
Martech Harrier Attack 
Martech Scuba Dive 
Martech Jungle Trouble 
Micromega Deathchase 
Micromega Haunted Hedges 
Softek Microbot 
Hewson 3-0 Seidabb Attack 
Microsphere Wheelie 

Vortex Android Two 
Artic Bear Bower 
Games Machine Skull 

Bug Byte Cavern Fighter 
Out Froggy 

Artic 3D Combat Zone 
Incentive 1984 

Incentive Millionaire (££) 
Incentive Temple of Vran 
Incentive Mountain of Ket 
Quicksilva Oragonsbane 
Red Shift Rebel Star Raider 
Red Shitt Apocalypse 

Red Shift Nebular 

Protek Hunter Killer 
Legend Valhalla 
Melbourne House Hobbit 
Melbourne House Classic Adventure 
Addictive Games Football Manager 
Mikrogen Mad Martha I! 
Level $ Snowball 

Level $ Colossal Adventure 
Level $ Lords of Time 
Crystal Oungeon Master 
Hewson Nightfiite I! 
Doric Oracle's Cave 
Richard Shepherd Transylvanian Tower 
Richard Shepherd Urban Upstart 
Microgame Battle of Britain 
Micromart Strike Attack I! 
Mclothiorien Johnny Reb 
Mclothiorien Red Baron 
Mclothlorien Controntation 
Psion Flight Simulation 
Psion Scrabble 

Phipps The Forest 
Ocean Royal Birkdale 
Mr. Chip Darts 

cos Pool 

Visions Snooker 

CP Software Superchess It! 


Oric 

Software House 
Martech 
Martech 
Martech 

WK 

1K 

Ocean 

Ocean 

Softek 

Softek 

Softek 

Softek 
Mclothiorien 
Level 9 

Level 9 
Melbourne House 


Commodore 64 
Software House 

cos 

Alligata 

Terminal 

Anirog 

Incentive 


Quicksilve 


Anirog 


Sottek 
Imagine 
OK Tronics 
OK Tronics 
Spectresoft 
Spectresoft 
CRL 


Interceptor 
Interceptor 
Interceptor 
Interceptor 
Interceptor 
Interceptor 
Interceptor 
Interceptor 
Interceptor 
Interceptor 
Interceptor 
Alligata 
Melbourne House 
Martech 
Level 9 
Level 9 
Level 9 

OK Tronics 
Bug Byte 
Interceptor 
Interceptor 
Quicksilva 


Richard Shepherd 
Richard Shepherd 
Richard Shepherd 
Richard Shepherd 
Cosmi 

Cosmi 
Microprose 


Heligate 

Gridrunner 

Hovver Bower 

Attack of Mutant Camels 
Lazer Zone 

Matrix 


Bugaboo 

Sting 64 
Purple Turtles 
Quintic Warrior 


Mr. Wimpey 64 
3D Time Trek (Turbo Load) 


Kong 

Skrambie (Turbo Load) 
Moon Buggy (Turbo Load) 
H-Expert (Turbo Load) 
Cosmic Commando 
Indian Attack (Turbo Load) 
Star Commando 

Fiying Feathers 

Widow's Revenge 
Exterminator 

Hustler 

Dinky Doo 

Manic Miner 

Crazy Balloons 

Super Pipeline 

Jammin 

Neoclypse 

Metroblitz 

Crystals of Zong 


Blagger 

Bat Attack 
Squashatrog 
Motor Mania 
Ugh 

Zoids 


Pedro 

Speed Duel 

30 Tanx 

Mission OM 

Crisis Countdown 
Derby Day 
Wheelin Wally 
Burger Time 
Missile Command 
Get Off My Garden 
China Miner 
Detenda 

Panic 64 
Spriteman 

Cuddly O-Bert 
Siren City 

Vortex Raider 
Aztec Tomb 
Hobbit 64 

Quest of Merravid 
Lords of Time 
Snowball 

Colossal Adventure 
Dictator 64 

Twin Kingdom Valley 
Heros of Karn 
Tokens of Ghail 
Ultisynth 

Super Spy 

Everest 

Ship of the Line 
Transylvanian Tower 
Forbidden Forest 
Artec Challenge 
Solo Flight 


BBC 
Sattware House 
Amcom/Pace 


Alligata 
MRM 


Visions 
Imagine 

H. Soft 
Adventure INT 
Adventure INT 
Adventure INT 
Adventure INT 
Adventure INT 
Level 9 

Level 9 

Level 9 

OK Tronics 
Red Shift 
Melbourne House 
Bug Byte 
Doctorsoft 


Commodore VIC-20 
Software House 
Micro Antics 
Terminal 
Audiogenic 
Liamasoft 
Uamasoft 
Uamasoft 
Uamasoft 
Uamasoft 
Voyager 
Melbourne House 
Melbourne House 
Software Projects 
Ubimate 
Interceptor Micros 
Interceptor Micros 
Quicksive 
Quicksilva 
Imagine 

Imagine 

Terminal 


Martech 
Visions 
MMS 


Dragon-32 
Software House 
Beyond 

Imagine 
Melbourne House 
Sottek 

Imagine 

Beyond 

Cable Software 

J. Morrison Micros 
J. Morrison Micros 
J.Morrison Micros 
Richard Shepherd 


Sinclair ZX-81 
Software House 
Software Farm 
New Generation 
New Generation 
Quicksitva 
Quicksitva 
Quicksilva 
Quicksilve 
Quicksilva 
Quicksilva 
Quicksilva 


For your discount Software 
Merrals Wood Road 
Strood, Kent. 


Medway 723239 


30 Space Ranger 
Transistors Revenge 
Heist 

Snooker 

Dare Devil Dennis 
Pedro 


Penguin 

Millionaire (££) 
Pirate Adventure 
Secret Mission 
Voodoo Castle 
Adventureland 
Colossal 

Snowball 

Lords of Time 
Dictator 

Apocalypse 

Hobbit 

Twin Kingdom Valley 
747 Fight Simulation 


Game 

Chariot Race 
Pinball Wizard 
Bonzo 

Hellgate 
Metagalactic Llamas 
Matrix 

Gridrunner 

Lazer Zone 
Mower Mania 
Cosmonauts 
Wizard and the Princess 
Space Joust 

Jet Pac 

Crazy Kong 
Falcon Fighter 
Skyhawk 
Tornado 

Arcadia 
Bewitched 
Skramble 

Dark Dungeons 
Star Defence 

Fire Galaxy 
Battlefield 

Kong 

Quest of Merrawid 
Snooker 
Practicale 


Game 
Kreigspiel 
Pedro 

Hungry Horace 
Ugh 

Leggit 

Up Periscope 
Trace Race 
Maurice Minor 
Bonka 

Chess 
Transylvanian Tower 


Game 

43-ER 

3-0 Monster Maze 
3-0 Detender 

3-0 Blackstar 
Damper + Glooper 
QS Asteroids 
Galaxians!Gloops 
QS Invaders 

QS Scramble 
Munchees 

Hi-Res Graphics Kit 
Sea Wolf 


All prices include Post & Packing, & VAT. Cheques & Postal Orders made payable to Voce Video. 
Please send s.a.e. for list of the many other games we stock at discount prices for most popular computers. 


RRP Our Price 
8.95 65 
7.95 6.95 
5.90 5.10 
9.95 8.95 
9.95 8.95 
7.95 6.95 
7.95 6.95 
9.95 8.95 
9.95 8.95 
5.95 5.10 
6.90 5.90 
6.95 5.95 
795 6.95 
7.90 6.95 
7.90 6.95 
795 6.95 
7.95 6.95 
795 6. 
795 6.95 
5.90 5.10 
5.90 5.10 
5.90 5.10 
7.95 6.95 
795 6.95 
7.95 6.95 
7.95 6.95 
795 6.95 
8.95 7.95 
8.95 7.95 
3.95 3.95 
795 6.95 
6.50 5.50 
9.95 895 
9.95 6.95 
9.95 8.95 
9.95 8.95 
9.90 8.90 
9.90 8.90 
9.90 8.90 
6.95 5.95 
9.95 8.95 

14.95 12.95 
9.50 9.50 
6.95 7.95 

RRP Our Price 
6.95 5.55 
6.95 5.95 
75 6.95 
6.00 5.40 
6.00 5.40 
6.00 5.40 
6.00 5.40 
6.00 5.40 
5.99 5.10 
5.95 5.10 
5.95 5.10 
5.95 5.10 
5.50 5.10 
6.00 5.10 
6.00 5.10 
795 6.95 
5.95 5.40 
3.95 3.95 
3.95 3.95 
6.95 5.95 
5.95 5.40 
795 6.95 
795 695 
5.95 4.95 
5.5 4.95 
7.95 6.95 
8.95 7.95 

29.95 25.00 

RAP Our Price 
6.95 5.95 
39 3.95 
$95 5.30 
8.95 795 
3.95 3.95 
6.95 5.95 
875 115 
6.95 5.95 
6.95 5.95 
795 6.95 
6.50 5.50 

RRP Our Price 
5.95 5.00 
495 450 
495 450 
4.95 4.65 
495 4.65 
3.95 3.95 
4.95 465 
3.95 3.75 
3.95 3.75 
3.95 3.75 
5.95 4.95 
3% 375 

E.& O.E 


By Sue Bartlett 


IDEO Y YING 





13101 67,4 4 


Runs on: Colecovision 


Made by: CBS electronics 
Price: £29-95 





This is a boxing video game featuring 
Rocky, The Italian Stallion, and Clubber 
Lang. There are four skill levels and you 
can either be Rocky or Clubber playing 
against the computer or another player. 

As soon as you press the reset button 
an excellent picture of Sylvester Stallone 
appears and the title music of the film can 
be heard. 

This game can be played with ordinary 
joysticks, but using the Super Controllers 
makes it much more exciting, although 
the price, £50.00, is a little off-putting! 
The Super Controllers allow you to punch 
with the right hand to the head, or to the 
body with the left hand. The boxer can 
also duck to guard his head. 

The fight starts when you hear the bell. 
Both boxers move to the centre of the ring 
and try toscore points by landing punches 
to the head and body, breaking up your 
opponent's guard and by knocking your 
opponent down. 

If the boxers get too close, Clubber and 
Rocky gointoaclinch. The referee breaks 
them up and they have to start boxing 
again. They can move up and down three 
‘lanes’ in the ring and your boxer can be 
caught on the ropes. 

At the top of the screen the round 
number, the timer and each boxer’s daze 
and fatigue indicators can be seen. Pun- 
ches to the head affect daze more than 
fatigue — the more black and less blue the 
daze indicator shows, the more your box- 
er is confused and the slower his actions 
will be. 

Punches to the body affect fatigue 
more than daze — the more red and less 
grey the fatigue indicator shows the more 


MR. DO 


‘Runs on: Colecovision 


Made by: CBS Electronics 
Price: £29 -95 


In this game you have to guide Mr. Do a 
funny little man wearing a hat, around his 
orchard harvesting in the cherries before 
the evil badguys catch him. Mr. Do mows 
as he moves towards a row of ripe red 
cherries, but the mowed paths leaves him 
open to trouble. 

Soon after the game starts, badguys 
begin to appear at the badguy spot and 
then start hunting for Mr. Do. If they 
catch him, Mr. Do is eliminated. He can 
fight back by throwing his Power Ball and 
he scores you points by doing this. Mr. Do 
can also bonk a badguy or block a 
badguy’s path with an apple, but if Mr. Do 
gets caught underneath his own apple he is 
killed, although he can avoid this by hit- 
ting it with the Power ball. 

Badguys can transform into Diggers so 
that they can reach Mr. Do faster by digg- 
ing through the grass. After all badguys 
leave the badguy spot, a special treat ap- 
pears. If Mr. Do eats it you earn bonus 
points and your pursuers are stunned fora 
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tired your boxer is. 

If your fatigue or daze indicators 
become completely covered over by red 
or black, you will be knocked down and 
10 points wil be awarded to your oppo- 
nent. The referee will then begin his 
count. If you do not stand up in time the 
fight will be awarded to the other boxer. 

Each round lasts one minute. Rocky 
and Clubber return to their corners and a 
scrolling message tells you who won and 
by how many points. Depending on the 


skill level, the fight can last3,5,10 o0r15 
rounds. There is also a demonstration 
fight showing off the very good graphics 
and sounds of the game. 

Rocky is quite difficult to play to begin 
with, but! kept going back for more, even 
though | was always on the floor, because 
the game is so realistic and addictive. 

The game is a definite buy for people 
who like boxing and video games, or for 
those who simply enjoyed the Rocky 
films. 
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few seconds, so there is a good chance 
for Mr. Do to kill one with his Power Ball. 

Whenever your score reaches a multi- 
ple of 10,000 points and an 
Alphamonster is over a white letter in the 
‘Extra Mr. Do’ register, the Alphamonster 
slips out and moves through the paths. If 
you hit it with the Power Ball or bonk it 
with an apple you earn the letter on its 
chest. 

Each time you capture a treat and the 
Alphamonster is over a letter, three blue 
chompers and the Alphamonster enter 
the orchard. Mr. Do has to avoid all of 
these, but if he eliminates the 
Alphamonster first the blue chompers are 





automatically killed. When you spell ‘ex- 
tra’ you earn an extra Mr. Do. 

Sometimes a glittering diamond ap- 
pears in the orchard where an apple 
breaks. Guide Mr. Do to this and you are 
allowed to move out onto the next screen 
and at the same time earn 10 ,000 points. 

The adventure ends, of course, when 
all Mr. Dos are dead. There are four skill 
levels for one or two players and each 
player starts with five Mr.Dos. 

The game is neither too hard nor too 
easy for beginners and a catchy tune is 
played throughout the game. 

Mr. Do is a fairly good, slightly dif- 
ferent arcade game. 
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Runs on: Atari VCS & Supercharger 
Made by: Starpath Corporation 
Price: £9.95 


In Survival island you have to meet the 
challenges of a shipwreck and a desolate 
land and then explore the mysteries 
within a secret temple. 

While sailing across uncharted 
waters searching for the ruins of a lost 
civilisation, a storm ravishes your vessel. 
The first part of the game is conerned with 
reaching the island. You start off with 99 
life points. lf they reach zero, you perish. 
The idea is to collect food and water as 
you drift towards the island on your raft, 
while avoiding sharks and sea creatures. 
They can knock you off the raft and if they 
touch you while you are in the water, you 
will perish. It is fairly difficult to identify 
something in the water, although you 
know something dangerous is looming 
nearby because of the threatening sound, 
but otherwise there is only a quiet, 
splashing noise. The sea monsters are 
quite frightening — and annoying! They 
always seemed to get me just as | was 
nearing the island shore. If this happens a 
slow, death march tune is played! 

Your next task, once you have reached 
the island, is to find the secret temple. 
Beware of hidden traps, snakes nad 
mushrooms to name just a few of the 
obstacles out to get you. 

On your way you must collect 
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—e so that you can storm the tem- 
ple. 
This part of the game is a good adven- 
ture game and the computer will help you 
until the key to unlock the temple door is 
found. The graphics are much better com- 
pared to those in Part One of Survival 
Island. 

The maze of the temple is divided into 
numerous sections. To progress from one 
section to another requires finding the key 
object for that section and then passing 
through the magically barred wall. There 
are many inconveniences to thwart out- 
siders from being able to map their way to 
the secret chamber within, for example, 
one-way walls. 

Your overall performance is determin- 
ed by the amount of time required to find 
the chamber and the number of life points 
you have left when you reach it. 

A Starpath Supercharger is needed to 
play the game, but this results in better 
graphics, larger computer memory and | 
faster loading time. 

Survival Island is a very enjoyable 
game, although it takes many attempts to 
reach level three — but levels can be miss- 
ed out if you have already found the right 
code. It has some nice touches, for exam- 
ple in part two you can become invisible 
and only your feet can be seen. 

This game is really three games rolled 
into one — an action game, an adventure 
game and a maze game — so whichever 
you prefer you should be happy with Sur- 
vival Island. 








TIME PILOT 


Runs on: Colecovision 
Made by: CBS Electronics 
Price: £29 .99 


This game is slightly different to most 
pilot games as it includes enemy aircraft 
from the dawn of aviation to the jet age. 
You are caught in a time warp and you 
have to earn your wings battling through 
four different time periods. 

Your Timeship first enters 1910 
where you have to fight amongst hordes 
of bi-planes. Their hand bombs and 
bullets are crude, but deadly all the same. 

In the middle of battle, a parachutist 
floats by — pass your Timeship over him 
to pick him up and you gain 1000 points. 
If you pick up two men you earn twice as 
many points and three earns three times 
the points. 

As you destroy enemy planes the 
‘Enemies Remaining Indicator’ 
decreases. When the indicator is empty 
the ‘dirigible’ flies into view. A dirigible, 
for those who do not know about such 
things (like me!) is a steerable object, in 
this case an airship. Your timeship must 
hit it five times before you can move into 
the year 1940. 

Here you meet monoplanes and blue 
bombers. The monoplanes have to be 
shot at to shrink the ‘Enemies Remaining 
Indicator’ and the bombers have to be at- 
tacked to build up your score. To enter 
1970 the Red Bomber has to be 
eliminated. 

Buzzing helicopters then appear, 
together with their heat-seeking missiles. 
The double-prop chopper has to be hit five 
times to break out of this time warp. 

Into the future next — 1985! High 
speed jets battle with your Timeship. 
They have the deadliest and fastest 
missiles in the game because they are 
infra-red, homing missiles. Eliminate the 
black jet bomber and you have earned 
your wings — | should think so too after all 
that work! 

As usual there are four skill levels for 
one or two players and each player begins 
with five Timeships. Extra Timeships are 
awarded when your score reaches 
10,000 points, 30,000 points and at 
every 20,000 points thereafter. 

The graphics are fairly good, especially 
the clouds. Zaps and explosions can be 
heard throughout and an excellent piece 
of music introduces the action. 

Time pilot is for people who are in- 
terested in all kinds of flying aircraft and 
for those who are looking for an unusual 
concept in a game, although, overall it is 
quite easy to master and becomes rather 
repetitive. 


NEWS FROM ATARI 


Atari, makers of the most popular VCS 

System (the 2600) has just announced 

the launch of two new game machines. 
Details were given at the Cetex Show 


in late May and the new machines are an 
upgrade of the 2600 and a ‘junior’ ver- 
sion. For full details tum to our special 
report on the Cetex Show, the UK’s major 
show for consumer electronics. 
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A VITAL PIECE OF SOF TWARE 





A RUBBER KEYBOARD. 


The flat keyboard of the Atari 400 
isn't very satisfactory to use. 

It simply doesn’t put you in touch 
with the computer in the same way as 
a push button one. 

Our keyboard fits snugly over your 
present Atari 400 keyboard and does 
exactly the same job. 

Only it does it better. 

It makes programming and game 
playing so much easier because you 


know instantly which keys you've 
depressed. 

And by raising the keys it raises 
the standard of your machine. 

To set it up all you have to do Is to 
peel off the adhesive backing and stick 
it on top of your existing keyboard. 

And we're sticking a price on it of 
only £19.95. 

So, whichever way you look at it, it’s 
a keyboard that really stands out. 


Filesixty Ltd., 25 Chippenham Mews, London W9 2AN, England. Tel: 01-289 3059. 


(qty) Keyboards at £19.95 each (including VAT and P&P). 
Enclosed is my cheque/PO made payable to Filesixty Ltd. Please charge my Access FAN | 


Please send 
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What can we say? 





We're overwhelmed. Though we should just add that with Atarisoft, you can now play Pole Position’ on the 


Commodore 64, BBC and Spectrum computers, as well as on all Atari® POLE POSITION 


systems. Oh, and we're giving away free a Grand Prix kit and full colour from ATARISOFT’™ 
wall chart with every game. 


LOOK OUT FOR OTHER LEADING COMPUTER GAMES ON ATARISOFT. PRICES START FROM £9.99. "TRADEMARK OF NAMCO, @ TM ARE TRADEMARKS OF ATARI INC 
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COMMODORE 64 VERSION 
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MICRO POWER LTD., 
NORTHWOOD HOUSE, NORTH STREET, 
LEEDS LS7 2AA TEL: (0532) 458800 


SELECTIVE BRANCHES OF BOOTS, CO-OP 
MENZIES, W. KH. SMITH, WOOLWORTHS AND ALL 
GOOD DEALERS. 
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POSITRON 


Runs on: Electron 
Made by: Micro Power 
Price: £7.95 


Positron is a super fast shoot ‘em up spec- 
tacular of the Space Invaders ilk. Instead of 
invaders, you get waves and sheets of 
Cybers, Spazmoids, the Galactic Hulks, 
Hep-Heps by the dozen and the almost 
unstoppable Mega-Bods. 

A 60-line BASIC header *RUNs this 
headlong dash to destroy as many on- 
screen nasties as possible within the con- 
straints of your three lives (an extra one at 
100,000 points — how generous!). | can’t 
think of an easier way of wearing out the 
Electron RETURN key than playing this 
game for a few hours; and that is just what 
you will do as soon as you sit down in front 
of the keyboard. This game is super addic- 
tive and only ‘Positron wrist’ will finally 
persuade you to give it a rest. 

The controls are CTRL, A, and 
RETURN. Your laser base moves swiftly 
across the bottom of the screen searching 
out the most efficient method of vapouris- 
ing the attackers. When you do get hit by 
the return fire, the particles go flying and 
reconstitute for a new start at the centre. If 
you successfully destroy the current wave 
then the base remains in position for the 
next attack. Every so often you will be 
destroyed but your final shot goes on to 
avenge you and complete the attacker's 


demise. Good smooth graphics and ap- 
propriate sounds. It may be mindless, but 
it’s fun! 


CYBERTRON MISSION 


Runs on: Electron 
Made by: Micro Power 
Price: £7.95 


Cybertron Mission presents the game 
player with a bit of everything. It’s a maze 
game with each maze forming aroom in an 
adventure requiring a number of objects 
(key, pot of gold for instance) to be found, 
plus arcade action as your character fights 
off various unfriendly creatures intent on 
ending his stay in the stronghold of Fort 
Cybertron. 

The Spinners, Clones and Cyber-droids 
form the opposition as you move around 









the 16 (4 x 4) rooms on each level. There 
are four keys to control direction of move- 
ment and fire and holding down two at 
once can achieve diagonal aim. Once the 
treasure from each level has been picked 
up you can move on by locating and 
touching the safe. It is a good idea to use 
the ‘Pause’ key now and then to update 
your map of the rooms and their exits plus 
contents. 

All too often our brave adventurer gets 
sizzled, becoming an electrified skeleton 
on the maze wall, or scorched by a Spook 


(they appear pretty swiftly if you hang 
around in a room too long). Once you get 
use to the keys and the fact that you 
always shoot in the direction in which you 
are moving you'll find this game has alot to 
offer as you go searching for more objects 
and another high score. A mission worth 
going on. 


CRUISING ON 
BROADWAY 


Runs on: Dragon 32 
Made by: Sunshine 
Price: £6.95 


Cruising on Broadway is a game in which 
the player has to race around various grids 
in the shortest possible time. At the same 
time you have to avoid a chaser. Your only 
defence if to make a temporary gap in the 
line and this holds up your persuer. 

You score points for the length of line 
you manage to cover and the time you take 
to do it. Every time you complete a grid 
another grid appears with a different shape 
or more chasers. You control your man by 
use of the cursor keys and the gap is made 
by any other key. The instructions are 
noisy and very clear and the graphics and 
chaser sounds are very good. Cruising is 
proof that simple ideas are often the best, 
my only niggle is that you only get one man 
but the game is very fast and highly addic- 
tive. 
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LOCH-NESS MONSTERS 


Runs on: Oric-1 48K 
Made by: Romik Software 
Price: £6.99 


The object of this game is to control the 
population of monsters by harpooning 
them from a boat over which you have full 
control. 

No matter how good you are though, 
they continuously multiply to present an 
even harder challenge. Movement of the 
boat can be achieved through the 
keyboard or by the use of joystick. As the 
boat moves so the screen scrolls in the ap- 
propriate direction revealing weeds, land, 
fish and, of course, the monsters. If you 
harpoon a monster then its tail will drop off 
from the point of contact unless you hit the 
head — then it will die. The only other way 
to killa ‘Nessie’ is by laying a poisoned fish 
in it’s path. 

Poisoned fish are acquired when you 
have passed over 25 fish; beware — the 
poisoned fish are sometimes liable to ex- 
plode. Another feature of the game is the 
fuel level which drops as the time goes on. 
However, you can refuel by visiting the 
docking area on the west bank. When not 
in play yourself you can watch the com- 
puter have a go while listening to a very 
good rendition of ‘Loch Lomond’. 

The colour and graphics are excellent 
and the general sound is satisfactory 
although it is annoying that it cannot be 
turned down or even muted. Loch-Ness 
Monsters is very addictive and its scrolling 
screen serves as the key feature of the 
game. 

Unlike a lot of software currently 
available this is very original and will 
therefore have considerably more lasting 
appeal than most games. 
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SWOOP 


Runs on: Electron 
Made by: Micro Power 
Price: £7.95 


This is the Galaxians version in the Micro 
Power range of games for the Electron. 
True to form, the winged nasties swoop 
down from their banked formation and try 
to sidestep your sharpshooting attempts, 
dodging like a good rugby winger as they 
fly towards you. The action is fast but 
without much variation throughout the 
various screens of difficulty. 

When one of the birdmen does get past 
your rain of laser fire then it lays an ex- 
plosive egg on the laser base track, which 
you must avoid until it disintegrates a few 
seconds later. These eggs are deadly to 
touch and can severely restrict movement 
if allowed to come down in the wrong 
place. The graphics are fine as far as the 
limit of the game allows and the Electron is 
given some nice swooping sounds to test 
out its speaker. 

A nice feature is the use of new 
character set for the Hi-score table and all 
in all the game is a successful implementa- 
tion of this rather dated yet still popular 
genre of arcade game. Fun to play but it 
quickly wears thin. 


SUPER SKILL HANGMAN 


Runs on: Dragon 32 
Made by: Salamander Software 
Price: £7.95 


Another non-computer classic that has 
made its way onto the Dragon, this version 
of the popular word guessing game gives 
youa 1000 word dictionary and the option 
for one or two players. 

The game also includes a timer of thirty 
seconds so you have to find the word 
quickly. You are given 3 lives and if you do 
not find the word in the certain level one life 
is lost. The game has very good graphics 
with automatic skill adjustment and a 
quick turn around between finishing one 
word and generating the next. Hangman is 
a good party game for all ages and should 
give hours of enjoyment. 


JACK AND THE 
BEANSTALK 


Runs on: ZX Spectrum 
Made by: Thor 
Price: £5.95 


This novel game features you as the in- 
trepid fairly tale hero Jack. You must fetch 
an axe and fight your way to the giant's 
castle to dispose of him for good. 

The game features excellent graphics 
over the six playing screens. One screen 
shows a slumbering giant in such perfect 
detail that | am surprised that it is possible 
on a Spectrum (he even has warts!). 

The route up the beanstalk is very 
dodgy, one slip and you fall off, tumbling to 


ELECTRON 





the ground. If you don’t fall off the birds 
will probably get you. 

Options exist for Kempston type 
joysticks and Currah micro speech. 

The speech unit produces apt 
phrases such as ‘Fee Fie Foe Fum’ and 
“Who are the birds having for dinner then’. 
My one gripe is that the first screen is a bit 
hard. Possibly making it a bit easier to climb 
and a bit harder to fall off wouldn’t go 
amiss. 

On the whole this is a very flashy game 
with great graphics and good presentation. 
It would not be a disappointment to any 
Spectrum owner. 


DI-LITHIUM LIFT 


Runs on: Spectrum 
Made by: Hewson Consultants 
Price: £5.95 


This is a grid type of game where the object 
is to collect your Dilithium Crystals which 
have been stolen by the evil SEIDDABS 
(BADDIES backwards get it?). Sounds 
easy doesn’t it? Well it ain't. | scored 10 
after repeated efforts, | like a good 
challenge but this game doesn’t get off the 
ground due to it being too difficult, (or 
maybe it’s me?!). 

The presentation is good with full in- 
structions displayed after the title page, 
after which you are allowed to define the 
cursor keys yourself. You are then faced 
by a grid with yourself at the centre as the 
evil SEIDDABS rush towards you to pre- 
vent you getting at those little old crystals. 
Beginning and end of game, because those 
backward baddies are not so backward 
when it comes to moving forward, as they 
fairly pelt along and within a micro second 
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(or so it seems) they have zapped you into 

oblivion. Never mind you have another two 
lives, but, two microseconds later there 
you are facing the instructions again and 
feeling a little bit cheated. Perhaps my 
reflexes are not what they used to be so | 
invited around our local wiz vid-kid and to 
my immense satisfaction three 
microseconds later there we were, once 
again facing the instructions. 

lam sure that this is a really good game, 
good use of colour, sound, graphics, and | 
am sure that out there somewhere is so- 
meone who can defeat the evil SEIDDABS 
and save the Universe, but it ain't me. 

One feature that certainly would be 
useful in this game would be a slow down 
button to give you a better chance against 
the SEIDDABS! 

The game is certainly worth buying if 
only to prove me wrong and possibly suf- 
fering from senile dementia. | would be in- 
terested to hear from anyone who can 
score more than 10... . Comeonall you 
Vidiots out there show me how its 
done... 





This is not a particularly interesting game 
to look at or to play. Various options con- 
front the new player; whether to have a 
cloud planted in the middle of the screen, 
whether to have airships or flak to add to 
the confusion and whether or not to have 
sound to accompany the game. The latter 
is best answered ‘No’. The sound used to 
represent the aircraft is horrible and gets 
very irritating. It’s nothing like an aircraft 


engine and one immediately and unfairly 
compares it with the BBC version which is 
OK 


Two stick men scramble to the left and 
right hand sides of the screen and board 
their planes, which then skate along the 
bottom waiting for the ‘climb’ key to be 
pressed. There is very little subtlety of con- 
trol, just a couple of presses and you will 
loop back into the ground. When airborne, 
the jerky movement and constant speed 
makes no attempt at realism. The screenis 
boring and the unlimited aerobatics don’t 
do much to ease the tedium. The wrap 
around screen means that you can get on 
your opponents tail and the two-player op- 
tion is the only worthwhile game. The 
computer just plays the sitting duck. 

It’s difficult to get to grips with it 
because of the short range of the game and 
the lack of manoeuvreability just adds to 
the frustration. 


ELECTRON 


BANDITS 
at 30’clock 


First of all, may | welcome this innovative 
approach from Virgin Games, in supplying 
versions for both the BBC and the Electron 
on one cassette. With many owners of the 
latter machine perhaps thinking of 
upgrading the Beeb when finances allow, it 
will be handy to be able to use some soft- 
ware again. | hope other manufacturers 
follow suit, especially with programs 
designed for educational purposes, which 
could then be run at school on the BBC and 
at home on the Electron. 


Getting back to the subject, | have 
played various Virgin games on several 
micros, and they have always seemed to 
be good or very poor indeed. This particular 
offering tends to disprove my theory, be- 
ing a fair game with reasonable graphics, 
poor sound and not really much of a plot. 
The end result is a game which is quite 
frustratingly fun to play, but which will 
never get me hooked in the same way 
other tapes might do. 

The scene is a jungle, and you are an in- 
trepid explorer who realizes he is not really 
alone. All around are an assortment of 
animals which are closing in from both 
sides of the screen and whose every touch 
is deadly. Your movements are limited to 
upwards or downwards (with a wrap- 
around feature between the two), and you 
fire either to the left or right. Shooting the 
animals brings slight relief and some 
points, although there is a well drawn 
snake which cannot be killed and which 
glides around the screen. There are sup- 
posed to be some baboons which must be 
kept be alive for your safety, but | found the 
graphics didn’t allow me to decide which 
they were! There are some pink (!) 
elephants, and several hippopotami which 
give the game a little comic content, but 

overall the idea behind the game just 
doesn't justify the price-tag. 


¥ 





Not being a golf fanatic perhaps | am not 
the right one to review this latest offering 
from Ocean but having said that | suppose 
a real golf fanatic would be out there play- 
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ing the real thing and not playing it on his 
Spectrum, unless of course he couldn’t af- 
ford to play at Royal Birkdale or hadn't got 
a good enough handicap. 

The first thing the computer asks is 
your name, which is then announced at 
every tee and your score card signed. You 
are then allowed to determine wind effect 
with direction and force or let the computer 
produce a random wind effect, the max- 
imum force being 32 which is gale force! 





Having got to the first tee the first thing 
to decide is the direction you want the ball 
to go in, a feature which | am sure would be 
useful on a real golf course as anon-expert 
like me finds direction and elevation the 
two features most difficult to control. 
After selecting the direction you have to 
choose a club option 1-10 covering from 
your ‘driver’ to ‘sand iron’ (whatever that 
is). One good feature is not allowing you to 
use a club that would be inappropriate to 
the terrain. You are represented on the 
screen as a flashing ‘T’ then you hit M to 
swing the club, then, and this is where the 
skill shows, you have to judge the right 
time to hit ‘M’ again to strike the ball. As in 
real golf if you hit at the wrong time you are 
in trouble as your ball will end up where you 
least expect it to. But luckily you don’t 
have to search for lost balls as you 
automatically will receive a new ball and a 
penalty of one shot. 


The game is very well written, with ob- 
viously a great deal of thought having gone 
into the construction, and unlike a lot of 
simulation sports programs allows for a 
great deal of individual skill (or lack of it in 
my case). It is not just a question of 
bashing everything in sight! 

If you are an aspiring golfer but cannot 
afford the club fees then this is an ideal 
compromise and again an example of the 
high standard of games one has come to 
expect from Ocean. 





Rat Splat is, as the description accompa- 
nying it says, a truly revolting game for the 
rodent psychopath. 

Apparently there has been a violent in- 
crease in the rat population and it is your 
job to enter the sewers and destroy them. 
The screen presents the player with 
various platforms connected by ladders. 
After the initial tune is played the action 
begins. There are 32 pieces of cheese 
scattered about the platforms and these 
are bait for the rats. The rats move quickly 
around the screen and on meeting a piece 
of cheese they immediately begin to 
devour it. 


The rats can be killed by hitting them 
with a hammer but you must be directly 
next to the rodent so split second timing is 
crucial. However, there is a monster that 
inhabits the sewers and he has sentimental 
feelings towards his furry friends. He pops 
up in random positions and chases you — 
his touch is deadly. You can kill him by 
swapping your hammer for an aerosol can 
and squirting a repellant at him. As time 
progresses so the smell of the cheese over- 
comes you (as shown by the smellometer) 
and if it becomes too strong then you die. 

By killing 15 rats you move onto a dif- 
ferent screen. You will also die if all the 
cheeses are eaten. You have three lives to 
play with. 

The graphics are very good indeed and 
the use of colour enhances it even further. 
The sound is superb and there is even a 
satisfying ‘squelch’ as each rat is killed. 
There is a hall of fame and also a very 
useful sound option of three levels. 

Rat Splat is an original and very addic- 
tive arcade game and is certainly value for 
money. It’s ease of use and compelling ac- 
tion make it an asset to any Oric software 
collection. 





There comes a time in most reviewers’ 
lives when they start to hate one particular 
type of game. For most people it is the 
“space invader’’ type and its derivatives. 
For me it is adventures. | am fed up with 
adventures. That’s my gripe over now lets 
ge: on with my review. 

This is well presented from Digital Fan- 
tasia and follows the format of the other 
adventures from them that | have played. 
The top few lines of the screen contain in- 
formation given to the player, and the last 
few commands and events that have hap- 
pened before are displayed underneath 
that in a different colour. 

The commands are the same as other 
adventures using verbs and nouns. Only 
the first few letters are recognised, so if 
you are lazy you can save yourself typing 
time. Directions such as NORTH and 
SOUTH are recognised by their first letter 
i.e. Nor S. The theme of this adventure is 
for you to rescue a golden baton that has 
been stolen from the castle of your king. 

The people at Digital Fantasia are very 
helpful with any queries that you might 
have and if you are truely stuck then you 
can send to them for an advice sheet. 
Despite my first comment about being fed 
up with adventures, | liked the way this one 
was presented. 
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COLOUR: PICENIE 
SPACE TREK 


Defeat the Klington invasion fleet. Includes 5 skill levels, 
hi-res graphics quadrant display, 8 x 8 galaxy, phasors, 
photon torpedoes, long range scans, and much more. 


Fullinstructions included. 


Only £6.50 incl. p & p. 


Send cheque or P.O. or telephone with Access/Visa for immediate 
despatch. 


Apex 
Software 


Hastings Road, 

St. Leonards-on-Sea, 

E. Sussex TN38 8EA. 

Tel: Hastings (0424) 53283 


Trade Enquiries Welcome 








VOYAGER 
The name on the world’s finest software 


AVAILABLE TO THE TRADE FROM: 


UK 
MICRODEALER UK LTD CENTRESOFT PRISM PCS 
SOLDMAN & PERES PILONMIST TIGER DISTRIBUTION 
FERRANTI& CRAIG LIMETREE MARKETING 
SELECTED BRANCHES OF W.H. SMITH 
AND OTHER MAJOR DISTRIBUTORS 
OVERSEAS 
ADVANTAGE COMP. ACCESSORIES (Canada) 
THREE R CORPORATION (USA) 
GRAFFITI (Denmark & W. Germany) 
MICROWARE (Norway) 
COMPUTER ACCESSORIES (South Africa) 
GRANA SOFTWARE (Sweden) 
CORDLESS (Italy) 
OR DIRECT FROM: 
Voyager Software, Unit 31, Wirral Business Centre, 
Gorsey Lane, Birkenhead, Merseyside. 


Dealer enquiries to Eddie Fitzgerald on 051-639 7899 
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TEXAS SOFT STRIKE! 


FORGOTTEN VALLEY NEW £6.95 
An interactive graphic adventure with short text 
messages. Complete with booklet containing full 
instructions—very easy to play, difficult to succeed. 
Written for us by Challenger Software. 


HELI RESCUE/CITY CHASE NEW £4.95 
Two game tape. HEL! RESCUE—Rescue the Mayor 

by avoiding the obstacles before you run out of fuel. 
CITY CHASE—Pick up your spy before being 

captured by the Secret Police. 


CORE! £4.95 
A three part game, move left and right as you 

descend through the clouds, birds and aeroplanes. 

On to the caves and caverns then through the 3D 
maze to the CORE! 


Over 100 different evn 
Christine Computing Limited, For full catalogue please send 
refundable on first order). 
6 Florence Close, Poca cuctsu ane honk ci WHE 
Watford, Herts WD2 6AS. 


add 50p P&P on orders under £10. 
All games described here run on the 
Telephone (0923) 672941 


UNEXPANDED TEXAS T199/4a. 
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The problem with rumours is that they are 
often a little unreliable. However, when 
something on headed notepaper ‘’ap- 
pears’’ it adds a little credibility. Acornsoft 
have started sending dealers advance in- 
formation of their new products. This is a 
great improvement on the old situation of 
dealers not knowing what was on the way 
until they read advertisements, now they 
have a chance to order products ready for 
demand. |just hope that the time delay bet- 
ween my writing and your reading does 
not make it old news. 

The first game on the list is Gateway to 
Karos. A£9.95 cassette based adventure 
game by Derek Haslam. With a particularly 
inventive scenario this looks to be one of 
the better adventures, the ‘help’ envelope 
may well be a necessity. Meteor Mission is 
a version of lunar rescue. The arcade ver- 
sion was written to use the same basic 
machine as space invaders allowing ar- 
cade owners to upgrade the game by just 
changing chips. The hardware limitations 
resulted in a slightly odd two-stage game. 
Home micros are more flexible and this is 
not the ideal choice for conversion to the 
Beeb. The game is very difficult due to the 
addition of meteors which fly around the 
screen even on the early sheets. Written by 
Walter Mansell it is not totally faithful to 
the original. This will be available on tape 
and 40 80 track disk. 


Brilliant Boardgames 


Acornsoft’s computer versions of board 
games are excellent. Their entry in to the 
original strategy game market is equally 
professional. Drogna, by Patrick Dowling, 
is based on the game from the BBC Adven- 
ture Game television programme. In a two 
player only game you have to move around 
a special mozaic grid to retrieve diamonds 
while dodging your opponent. The 
treasure can be stolen to completely 
change the course of the game. This game 
takes a very long time to play and is very 
absorbing. 

Nick Reeves has written a game which 
is bound to be copied by other software 
houses. We first mentioned it a few mon- 
ths ago. It has now been renamed from 
Swarm to Tetrapod but the game itself has 
not changed, the new name being much 
more appropriate for the lizards which 
chase you. The play surface is covered in 
candy-striped pods. You control a 
spaceship (no credibility is not a prere- 
quisite of arcade games), which you have 
to defend from killer bees, red devils and 
poison orbs. The lizards are stupid and ag- 
gressive acting as both a friend and foe. 
When you shoot a pod a reptiles hatches 
and heads for the nearest denzien of the 
arena, be it you or your enemy. On making 
contact it explodes. 

This belongs to the just-one-more- 
game school of computer software. Great 
fun. Another of the games we have men- 
tioned before will be available soon. This is 
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This month Simon Rockman, GC’s micro maniac, reveals all 
about some new games for the BBC and Electron computers. 


Volcano. A bit like a sideways lunar lander, 
you have to fly your helicopter over a 
violently erupting volcano, rescue 
sightseers and fly back to base. You can 
shoot or dodge boulders for points, but 
time is of the essence. As the molten lava 
runs down the volcano’s side it engulfs the 
tourists who turn into ghosts to haunt you . 
Once rescued, the little men hold on to the 
chopper’s skids to be ferried back to safe- 
ty. They are not very good at holding and 
tend to fall into the crater on the return trip. 

Paul Fellows has written S-Pascal. A 
shrunken educational Pascal with a detail- 
ed manual. This might be useful for writing 
games but | doubt that Games Computing 
will review it. 

Spooky Manor sounds like Pac-thingy 
meets the adventure game. It is an educa- 
tional adventure game designed for use 
with Quinkey (nee Microwriter) keyboards 
so that four people can play at once. The 
qwerty keyboard can also be used. All the 
above run on the BBC. 


Electron Action Too 


The Electron is not neglected:- 

Hopper has been beefed up to run on the 
Acornlett. This game is believed to have 
been written in GOAL, Acorn’s in-house 
games writing language which makes 
games writing much faster but causes the 
game to run slower. This has probably 
been tweeked extensively to bring it up to 
Acornsoft's standards. 

Free Fallis a game which everyone admires 
but few people understand. You float 
about in a hi-res spaceship fending off fun- 
ny nasties. 

Sphinx Adventure is a pretty standard, if 
rather devilish text-only adventure. 
(Arcadians is a Beeb version by Orlando 
(now Aarvaark Software and author of 
Zalaga) This is an Electron Galaxians. Very 
close to the arcade machine. Now for rea/ 
rumours. 

Acornsoft’s Tim Dobson told me that 
he is working on a super realtime 3D maze 
game which you chase and are chased 
down corridors. This is a fair way from 
release so don’t expect your dealer to 
know about it (unless he reads Games 
Computing)! Careless talk causes em- 
barassment. At the Z80 second processor 
launch one of the Acorn men was heard to 
remark that all the software worked with 
the ADFS. This stands for Advanced Disc 
Filing System. Acorn have taken a lot of 
stick for the original DFS. Lots of people 





have produced ‘‘better’’ systems and 
most disk owners | know have bought the 
Disc Doctor ROM from Computer Con- 
cepts to make using the DFS easier. Chip 
shortages have affected everyone but the 
Acorn disk controller chip has been the 
worst hit, so it now looks as if they are to 
use a new controller with the new ADFS 
which will give the standard Beeb Econet 
level Il type commands such as unlimited 
files. Much nicer for disk owners but will it 
be compatible with the old DFS? | doubt it 
and this will make software houses and 
dealers lives very confusing. 

Computer Concepts still have the Ac- 
celerator BASIC compiler (a program 
which takes BASIC and turns it into 
machine code or in this case pseudo- 
machine code) in the pipeline. The main 
problem is that BBC basic is already so effi- 
cient that compiling it can only make it 2 or 
3 times faster but it does make the code 
more compact, leaving more room for 
graphics so you get something for nothing. 

QL’s are now circulating, the first game 
| have heard of is from Quicksilva. They 
plan to do a sequel to Ant Attack but with 
32K of screen memory they will need to 
excel themselves. Psion plan to write QL 
Scrabble — can they get the whole of 
Chambers dictionary into 96 K or will they 
use the microdrives? There appears to be a 
microdrive cartridge shortage, the only 
way to buy them is through Sinclair mail 
order. The shops which have plenty of 
drives and interface 1’s have all sold out of 
the tiny overpriced tapes, reported to cost 
Sinclair 40 p (Thanks Micromouse). At the 
rate at which the QL uses tapes it is unlike- 
ly that the price will fall. 

So that's it for this month folks. If any of 
you have any great ideas for me to feature 
in my files just write to me at No. 1, Golden 
Square, London W1. 
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Oh no, its Lou and Les! Yes, the Falk 
brothers, your favourite mental space in- 
vaders, are here with more nasty numbers 


FVavomcelatciameve.e|(<\-m comm ill Mi cars] mare) (Mam YZel0 
head. 


1. IT's INTHE BAG 
Admittedly the shopping list below is an 
extraordinary collection of items but one in 


particular just doesn’t belong in the bag. 
Which and why? 

VIM 

HAM 

TOMATO 

WAX 

POTATO a 


MAT 
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2.1F PIGS COULDFLY... 

As true to life as ever, a poacher has 
managed to get himself into a rather tricky 
situation. He is attached to one end of a 
rope which is strung over a pulley. On the 
other end hangs a dead pig of exactly the 
same weight as himself. In this perfect 
world in which he lives the rope and pulley 
are both weightless and frictionless. What 
happens to the pig when the hungry 
poacher begins to climb the rope? 





3. WHY TWENTY? 

Take the digits from 1 to 9 and arrange 
them on the three sides of a triangle so that 
the sum total on each side will equal 20. 
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4. TAKEOVER BID? 

What the papers say might make you see 
red if you deduce the next number in this 
sequence: 


60,60,100,120,140,140, 
160,180,180,200, 








5. TEN LIZARDS LEAPING 

Two fathers and two sons backed their 
favourite scaly-backed reptile at the annual 
Gilberdyke Lizard Leaping competition. 
They won£300 yet each received£100. 
How is this possible? 


6. TAKE YOUR PICK 

We are not asking you to stake your life on 
the following gamble, so, without check- 
ing, which of the sums below will give a 
larger total? 


987654321 123456789 
87654321 12345678 
7654321 1234567 
654321 123456 
+ 54321 12345 + 
4321 1234 
321 123 
21 12 
1 1 
Now Check 


«3 


7. DIRTY TRICKS 
How much dirt is there in a hole 100cm 
long, 50cm wide and 50cm deep? 

































8. PAYING YOUR BILLS 


Nick Hyams, the world’s worst gambler 
hung out in downtown Humberside; giving 
his money away to bookies and losing at 
crap games. One day, ina bar, he met fast- 
talking Bill Capper, and they got to chew- 
ing the fat about their life’s love — gambl- 
ing. 

‘‘Me, I'll bet on anything,’ ventured 
Bill. ‘‘Why, | bet the next dame to come in- 
to this bar is a blonde."’ 

‘‘You're on. Five pounds says it’s a 
brunette,’’ said Nick extracting his wallet. 

‘‘Meet the wife.”’ drawled Bill, as a tall 
blonde, dangling diamonds and trailing a 
toy poodle sidled up to them. Nick paid up 
and aimed a surreptitious kick at the dog. 
Some you win, some you lose. He perked 
up and said, ‘’This five pounds says the 
next person to order a drink asks for a 
beer.’’ He sat back and waited. 

‘‘Hey, bartender,’’ beckoned Bill, ‘’I'Il 
have a double scotch and a large pink gin 
for the lady. This sucker’s paying.’’ Not to 
be outdone, Nick placed five pound coins 
on the bar. 

‘‘How does a five to one shot grab 
you?” 

The way things are running Capper 
was game for anything, so Nick took twen- 
ty more ugly pound bits and placed them 
on the bar like this: 
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‘‘Now, if you can take out five pounds 
and leave four coins in each row, horizon- 
tally, vertically and from corner to corner, 
why I'll let you have the lot. . . otherwise 
we're quits.”’ 

Bill took one look and picked out five 
coins. ‘‘will that do?’’ he said — and 
pocketed the other twenty. 

‘‘Most expensive drink | ever had,’’ 
muttered Nick as he left to lose and arm 
and a leg at Beverley Races. 

Which five coins did Bill Capper 
pocket first? 


9. FOOTBALL CRAZY 
No doubt you are all as sick of staring at 
grids looking for hidden words as we are of 
compiling them, and the proof-readers are 
of checking them. So here is the last grid 
game for a few months — a nice easy one. 
It's Saturday afternoon and you are 
watching Grandstand. The football results 
are coming out of the teleprinter, but 
something has gone badly wrong. For a 
start no results are given, only teams. No 
Scottish or minor leagues are given — just 
the four Football League Divisions. The 
grid below contains them all except for one 
fixture — an imaginary one, as it happens. 
Teams are given their full names or com- 
monly used shortened versions — thus 
West Bromwich Albion might appear as 
WBA or West Brom, or in full. We feel 
anyone who goes to all this trouble 
deserves a mystery prize. The first correct 
answer opened will receive suitable 
recompense. 
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The very best in arcade action- 





is brought to you by Tansoft — the specialists of the Oric-1 
BOOK and Atmos Computers. 
a= ? 2 The games that people are fighting for are:-— 
a Defence Force: 
Pilot your space-craft 
through alien territory and fight 
off the enemy approaching from 























Ultima Zone: 
Shoot the Walkons, avoid the 
bouncing Brunes and battle 
your way through the 
satellite zone. 48K. £8,50. 
A revolting game. 
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At last, a magazine that 








or let's get down to business! 


Tansoft produce a wealth of business and utility software to cater for : 


every interest. The ‘not so’ games-minded people may be 


coming to grips with:— Cg =: f 


Author: A powerful word-processor program which 
includes word-wrap and word-count. Ideal for letters and 
reports. 48K. £14.50. 

Oric Calc: A full spread-sheet program allows you to sum 
columns or rows and apply complex formulae. 48K. £14.50. 
Oric Cad: A computer aided design program for displaying, 
rotating, enlarging and shading objects on the screen. 
48K. £9.99. 

For the full range of Tansoft software — which currently 
numbers over 20 titles — pick up a catalogue in your local 
Computer Store or contact Tansoft at Unit 1, 

The Techno Park, 645 Newmarket Road, Cambridge. 

Tel. Teversham (02205) 2261. 








- to oo core of it. 


As the proud owner of an Apple, you 
know that really helpful magazines 
don’t grow on trees. 

But now there’s Orchard Computing. 
Orchard is a brand new quarterly put 
together specifically to suit the Apple 
user. 


It brings you the very best in useful 


routines, business and games software. 
And not a word of it that isn’t directly 


relevant to you. 


So if you like an Apple a day, take 
Orchard quarterly. 


It’s just what the doctor ordered. 


earchard 


COMPUTING 


Britain's best buy for Appie users 
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Dive to the depths of the Pacific in Durell’s 
Scuba Dive program for the ZX Spectrum, 
Oric 1 16K or 48K, and the Commodore 
64. Weare giving away 100 copies of this 
amazing graphics program for the machine 
of your choice, as long as it is one of the 
above machines, to the first 100 correct 
entries pulled out of the hat — we have a 
very big hat. 

Durell Software was formed just over a 
year ago, but already they have five titles 
covering three machines. The best selling 
Harrier Attack was their first release and 
rocketed to the top of the charts. It has just 
been converted, and very much enhanced, 
torunonthe Commodore 64. Galaxy 5isa 
collection of programs to run on the Oric 
and contains three machine code games as 
well as two GOOD basic arcade games 
that can be listed to provide instruction in 
programming. Jungle Trouble is a game for 
the ZX Spectrum where you play a Tarzan 
like person doing things a Tarzan like per- 
son does. Combat Lynx is shortly to be 
released on the Commodore 64 and ZX 
Spectrum and has the player flying a Lynx 
helicopter and shooting up tanks. 

Scuba dive is onall three machines. The 
ZX Spectrum version runs in 48K and has 
some of the best graphics that have ever 
been seen on the Spectrum. It comes com- 
plete with rampaging sharks and other 
things that are not so nice. The Oric version 
has been compressed into 16K and so will 
run on any Oric or Atmos. The idea behind 
the game is to swim through the sub- 
marine world of the Pacific ocean collect- 
ing pearls from oysters, complete with all 
the hazards that scuba diving involves. 
Scuba dive is also available for the Com- 
modore 64. 

Robert White, founder of Durell Soft- 
ware, has an extensive computing back- 
ground being a CAD (Computer Aided 
Design) specialist who has, amongst other 
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Win some Durell Software 


puter model of the Milton Keynes District 
General Hospital. This model, on a 
dedicated graphics computer costing 
many thousand of pounds and having 
things like 580 Megabytes of hard disk, 
allows you to see the hospital from any 
point inside it just by telling the computer 
where you would like to see the view from. 
The computer then draws a 3-D represen- 
tation of what you would see if you were 
standing there in the hospital. He even in- 
cluded coat hooks on the doors! 

Mike Richardson, who is the Spectrum 
programmer for Durell, is currently taking 
an MSc as well as writing software. One 
coincidence between the three program- 
mers, Mike Richardson, Ron Jeffs (Oric), 
John Parr (Commodore), and Robert White 
is that they have all just had young addi- 
tions to their families. All of Durell’s pro- 
grammers are family men and quite old by 
computing standards. 


DURELLsoltware 


How to Enter 


All you have to do to win a copy of Scuba 
dive for the machine of your choice — as 
long as it is one listed above — isto spot 
the difference between the two pictures 
on this page. When you have found them 
pop the picture with the differences mark- 
ed on it and the coupon into an envelope. 
Write the number of differences on the 
back and send it to our usual address. 
There are 100 games to be won so there is 
a very good chance of you winning. Good 
luck. 


Competition Rules 


1. This competition is open to all UK 
readers of Games Computing, except 
employees of Argus Specialist Publica- 
tions Ltd, their printers and distributors, 
employees of Durell Software or anyone 
connected with them. 

2.Aslongas the correct couponis used for 
each entry there is no limit to the number of 
entries per person, photocopies will not be 
accepted. 

3. All entries must be postmarked before 
30th June 

4. The prizes will be awarded to the first 
100 entires judged to be correct by the 
editor. 

5. No correspondence will be entered into 
with regard to the competition results and 
it is a condition of entry that the editor's 
decision is final. 

6. The winners will be notified by post and 
the results will be published in a future 
issue of Games Computing. 





Competition Coupon | 
Address to: DURELL/GAMES COMPUTING COMPETITION | 
Machine: tV¥ pe... ss. were «ae «coe & saa bes VN ROR etl ele wae ebm eal gma oecen | 
NIGTRBRIEOM DIL OLONOES ose ace arece te eres Nari car arene race e Sainie Mails scene ieyssae mae alters 
NEMO iis ccscu ciows cis Ela a slayer a ita Qustoms: ateriy diese crea omni alent avetali Sos AGB? Seenisnets | 
| NATO SS oppo cosvssuna sales mee ie aeaia tae Sue Haha Rupa de Gee ETS ee ISO Greens Sermon AEs 
ee ee ee sp eae 
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A joystick can be the most 


important add-on for a computer 


or video game. Mike Roberts 
looks at some of the latest 
offerings. 


A joystick can be the only mechanical 
linkage between a game and the player. If 
a game is bad nothing can improve it, but 
a good game will feel terrible if it is played 
with a bad stick. 

There are a number of different types 
of joystick on the market that work with 
different computers. The 9 pin ‘D’ type is 
the most popular, working with Atari, 
Commodore, MSX and Spectrums with 
interfaces. Special joysticks are required 
for the Dragon and BBC and some other 
computers due to the odd plugs that they 
have and the way that they use the 
joystick input. 


QUICKSHOT II 


Made by: Spectravideo 
Compatible with: 9 pin D 
Price: £12.95 


The Spectravideo Quickshot| joystick was 
one of the best sellers of last year due to its 
excellent design, having a fire button on 
top, and suckers for stability underneath. 
The Quickshot II goes further than this 
with the addition of a trigger fire button, a 
new style of grip and base, and an auto-fire 
facility. 

The auto-fire facility is selected by set- 
ting a slider switch to the on position. From 
this point whenever you press the fire but- 
ton it will be as if you were pressing the fire 
button on and off very quickly, giving youa 
machine-gun effect even on games that 
don’t have it. The results with this feature 
are startling and enable you to get fan- 
tastically high scores on some games, 
although it is rather unsporting. Playing 
Defender on the Commodore 64 with one 
of these sticks was like using a shotgun, 
everything in front of the ship just 
disintegrates! 

The feel of the stick is excellent and the 
shape is moulded to fit your hand. The con- 
struction uses the metal pad technique, 
similar to the original Atari stick. This is not 
nearly so hard wearing as the metal plate or 
micro-switch system but it has the advan- 
tage of price. 

Overall this is an excellent unit, well 
designed and having a great feature with 
the auto-fire switch (however unethical). 
This is the sort of stick | would use for 
shoot-’em-up games. Its streamlined 
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design makes it very unsuitable for maze 
type games, but otherwise | was very 
pleased with it. 

Spectravideo, 165 Garth Road, 
Morden, Surrey. 


STARFIGHTER 


Made by: Suncom 
Compatible with: 9 pin D 
Price: £13.95 


The Suncom starfighter is very small for a 
joystick, having a shaft only a couple of in- 
ches long and a very small base. This 
means that it can be held in the palm of 
your hand very easily and the rounded cor- 
ners don’t bite into you. 

The action of the joystick is very positive 
and feed-back is excellent. The 
mechanism is similar to the TAC-2 joystick 
having four metal plates surrounding a 
metal shaft, so when you move the stick all 
it has to do is touch against a metal plate, 


no pads to wear out, and no switches to & 


break. 
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There is a single, small, fire button. This 
feels inadequate for its allotted task, and | 
would have preferred something a little 
larger. 

Overall my feelings for this product are 
good. This is a budget priced TAC-2 
(TAC-2s cost about £20) having a similar 
mechanism with a different shell and con- 
trol stick. This device should last a long 
time with its steel innards unlike some of 
the more low quality ones. 

There is also a version of this stick for 
the Apple costing £39.95 for use in the 
analog ports. It operates with pots instead 
of touch plates and has a lot of adjusting 
knobs on it to centre the stick and alter the 
“throw”. 

Consumer Electronics, Failsworth, 
Manchester, M35 OHS. 


QUICKSHOT Ill 


Made by: Spectravideo 
Compatible with: CBS 
Colecovision/Adam 
Price: £15.42 


The Spectravideo Quickshot Ill is an at- 
tempt to fill the gap created by the Col- 
ecovision’s awful joysticks. Colecovision 
joysticks are awkward to use and are 
unresponsive by reputation. They use an 
extended form on the 9 pin D connector, 
this means that normal joysticks willplug in 
and will work, but the Colecovision 
joysticks have two fire buttons and a 12 
key numeric key pad instead of a normal 
fire button. 

Many games use these extra features 
of the Colecovision joystick to good effect. 
This makes playing with the normal 
joysticks almost impossible, except for the 
latest games from CBS that see the 
necessity of using a better stick with only 
one fire button, and the numeric pad being 
used on the remaining Colecovision 
joystick. 

The Quickshot III remedies most of the 
faults of the Colecovision joystick because 
it is a ‘full grip’ type of stick with a thumb 
and a trigger button on the stick. These 
two buttons function as the left and right 
fire buttons on the Colecovision stick. The 
two buttons are duplicated, and suitably 
colour coded, on the main base which also 
houses the familiar 12 button numeric key 
pad. 

The functions of the two buttons can- 
not be switched between, so (as in Buck 
Rogers Planet of Doom) if the thruster hap- 
pens to be on the trigger and the fire on the 
thumb button it’s hard luck. The stick itself 
is too thin for my liking and is a radical 
departure from the Quickshot | and II as 
these sticks are quite comfortable to hold. 

All said and done this has to be a good 
joystick due to there being no competition. 
The Colecovision stick is not very useful 
and this is a lot better, although it is quite a 
long way behind the other Spectravideo 
products — | would have preferred a 
modified Quickshot | or II. This joystick is 
quite expensive and the high price may not 
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justify the advance over the original Col- 
ecovision joystick. 

Spectravideo, 165 Garth Rd, Morden, 
Surrey. 


Super Controllers 


Made by: CBS 

Compatible with: CBS Colecovision, 
Adam 

Price: £49.95 (pair) 


The Colecovision Super Controllers are 
probably the most advanced, complicated 
(and expensive) joysticks on the market. 

The units themselves resemble the hilt 
of a sword with a stocky grip that has four 
fire buttons, one for each finger, and the 
short shaft protruding above the top of the 
grip that has a 12 button key pad and a 
control knob similar to a paddle controller. 
A guard completes the picture by going 
from the top of the unit to under the grip. A 
grip extender has been provided that 
makes the handle larger for bigger hands, 
although | found the standard grip comfor- 
table. 

The joysticks come complete with a 
cartridge to play the game of base ball. This 
was obviously intended for the American 
market and the game goes into some detail 
making it hard to understand. 

Normal games can be played using the 
Super Controllers although as they’re not 
designed for them operation is a bit odd. 
Other games are in the pipeline for the 
joysticks including Rocky and Frontline. 
Rocky is a boxing game based on the suc- 
cessful film series. 

Another specialised add-on for the Col- 
ecovision from CBS and following the ex- 
ample set by their other peripherals, this 
one should have good software available 
for it very shortly. 

CBS Electronics, Headley Rd East, 
Woodley. Berks. 


DELTA 14B 


Made by: Voltmace 

Compatible with: BBC 

Price: £14.95 (joystick), £14.95 
(adaptor box), £5.95 (driver 
cassette) 


This is more of a complete system than a 
single joystick. The joystick follows the 
same pattern as the Delta 3B with the ad- 
dition of 11 buttons on a keypad on the 
base, and only a single joystick. These 
buttons can be used for extra functions 
that need more than a fire button (ever 
wanted hyperspace and bomb as well as 
fire without resorting to keyboard con- 
trol?). 

To use the extra buttons to the full a 
Delta 14B/1 is needed. This adaptor box 
plugs into the analog port and the user 
port and provides two joystick sockets 
that can take extra keypads 
similar to the joystick but without the 
stick. This enables the buttons to be read 
through the analog ports. 

The final extra to complete the system 
is the Delta 14 joystick driver. This is a 
tape that allows non-joystick games to be 
used with joysticks and keypad, program- 
ming each movement of the stick and 
each button to mimic a keyboard opera- 
tion. 

The Delta 14B comes with copious 
notes, example programs, details on pro- 
gramming, and circuit diagrams. The soft- 
ware has full details on how to copy it to 








disk and make backup copies. In all, this 
has got to be one of the best joystick 
systems for the BBC owner, due to its 
ability to drive almost any game from the 
joystick. 

Two overlays come with the joystick 
on which to write the functions of each 
button. Extra overlays are available at 
35p a pair. 

Voltmace Ltd, Park Drive, Baldock, 
Herts, SG7 6EW. 


Delta 3S, 3D, 3B 


Made by: Voltmace 

Compatible with: 9 pin D, Dragon, 
BBC 

Price: £10.00 (3S,3D), £19.95 
(3B pair) 


Voltmace have a range of joysticks with 
similar constructions and external design 
but with differing insides, making them 
suitable for different computers. 

The base is a thin long wedge shape 
having three fire buttons that are linked 
together for right or left handed operation 
(what the third central button is for we 
can only guess!). The buttons are very 
small but responsive. 

In all versions the internal construction 
is the same using potentiometers (even in 
the ‘switched’ 9 pin D version). 

The shaft is sprung and will return to 
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the centre if released. The BBC version 
comes as a pair, both joysticks are attach- 
ed to the same plug in the fashion of 
Acorn joysticks. The Dragon and 9 pin D 
versions both have their own plugs. 

These joysticks are reasonably good 
with a fair price tag. They have a good feel, 
and have a self-centreing action. Wiring up 
pots for a switch joystick is certainly novel 
and makes control very different to a nor- 
mal stick. The addition of rubber pads 
would be useful as the base slides around a 
lot ona flat surface, the flat base is comfor- 
table to rest your hand on, and if it wasn’t 
for it sliding around this would be a good 
added feature. 

Voltmace, Park Drive, Baldock, Herts. 


STRIKE COMMANDER 


Made by: Consumer Electronics 
Compatible with: BBC/Dragon 
Price: £18.95 (pair) 


As Dragon and BBC users will know the of- 
ficial joysticks for their machines are less 
than useful. 

Strike Commander joysticks, however, 
are really very good. They are fully propor- 
tional, self centreing, pot joysticks. The 
base is a bit square looking but has good 
rounded edges and two fire buttons, one 
on the side and one on the front. The shafts 
are made of steel and have a small knob at 
the top. Releasing the shaft causes it to 
spring back into the centre point again. 
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This makes playing games a lot more in- 
teresting as the control is more like a nor- 
mal switch joystick but with the advan- 
tages that analog control gives. 

The BBC version comes as a pair of 
sticks joined to a plug that will fit the analog 
port on the back of the BBC ‘B’ or an ‘A’ 
with the A to D converter fitted. The 
Dragon version comes as a separate pair 
with their own plugs. 

These joysticks are a must for any 
discerning BBC or Dragon owner. 

Consumer Electronics, Failsworth, 
Manchester M35 OHS. 





COMPETITION PRO 
1000/3000 


Made by: Kempston 
Microelectronics 

Compatible with: 9 pin D 

Price: £10.99 (1000), £12.75 
(3000) 


Kempston Microelectronics, after the suc- 
cess of their Competition Pro 5000 
joystick for the ZX Spectrum and accom- 
panying interface have released two new 
sticks, the Competition Pro 1000 and 
3000. 

The only difference between the two 
models is the actual shaft of the stick. The 
Competition Pro 1000 has a squat base 
with a large curved fire button on the front 
and a rather strange controller shaft that is 
a lot wider at the top than at the bottom. 
The Competition Pro 3000 differs by hav- 
ing a crude pistol grip type of shaft with a 
tiny trigger and thumb button. 

Kempston Microelectronics, Unit 30, 
Singer Way, Woburn Road Industrial 
Estate, Kempston, Bedford MK42 7AF. 


PRO-ACE 


Made by: Sumlock 
Compatible with: 9 pin D 
Price: £12.95 


The Pro Ace is Sumlock’s entry into hard- 
ware. Sumlock are a company more used 
to producing software under their Livewire 
name. 

The Pro Ace joystick appears rather top 
heavy, having a very long shaft with a but- 
ton on top and a flat button on the un- 
proportionally small-looking base. 
Although looking rather odd the stick is 
very sturdy and has an extremely solid feel, 
a feel that is spoiled by the fire button hav- 
ing avery soft spring that severely reduces 
its feedback making the top button all but 
unuseable. 

The shaft has a steel bar running down 
the middle which should make it last a long 
time. One of the things that wear out first 
in Atari sticks is their plastic shaft. 

Sumlock Microware, 198 Deansgate, 
Manchester, M3 3NE. 


Triga-Command II 


Made by: Datel 
Compatible with: 9 pin D 
Price: £9.95 


This is a very ‘chunky’ joystick with a huge 
base and a large curved shaft with a single 
trigger fire button. The base is very large 
and firm and has rubber feet to stop it slipp- 
ing. Double sided suction cups are provid- 
ed to stick it down, but they didn’t work 
very well. 

Action is very positive and the fire but- 
ton has a good spring, perhaps too good. 
The grip is curved in a very odd looking 
shape with a very spikey textured handle. 

Response is quite good and there is a 
rubber ring around the area that the shaft 
joins the base to facilitate good movement 
from the shaft. 

The shaft is constructed from high ten- 
sile nylon so it is uncertain how long it will 
last in the hands of your average games 
player. The switch contacts are of the 
Atari collapsible dome type that seem to 
wear out after a year or so but give good 
tactile feedback. 

Datel, Unit 8, Dewsbury Rd, Fenton In- 
dustrial Estate, Stoke-on-Trent. 
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At last, the first joystick that puts the firing button 
where it should have been in the first place. 


<TRIGA> 
aera 


IS HERE! 
THE TOP 
AMERICAN 
JOYSTICK 
1S NOW AVAILABLE 
IN THE U.K.... Jo 


To fit your TR 
ONUPIOe nee 


¢ Including Interface to plug straight into the Spectrum. 

* The first Joystick to give you “Arcade” feel and control. 

e “Jet Style” heavy duty, diamond cut grip. 

* Fire Trigger placed under your index finger. . . 
fastest reflex action. 

¢ Se/f centreing, 360° action. 

* Compatible with most of the latest Software including: 


One Hand Operation 


the finger with the 





NOTE: THIS IS ONLY A SMALL SELECTION OF 
THE MANY COMPATIBLE GAMES 


Also available for Commodore/Atari/BBC/ 


NEW ang NEV mang NEW ia 


eae NEW 
yOXx BOX Sev 
— 





NEW 


9 
ee oniY 5 £29. s 
OY ad of = OF | 


SYNTHESIZER 
WITH BUILT IN 


om JOYSTICK INTERFACE 
FOR THE SPECTRUM 


@ Simply plug into an exciting new world of 
computer speech synthesis. @ Latest State of the Art 
Electronics. @ Uses the Allophone system. 

@ Produces any word or phrase from an unlimited 
vocabulary. @ Speaks directly through TV speaker. 

@ Also Amplifies Spectrums own sound through TV 
speaker! @ Built in Joystick Interface accepts any 
Atari type joystick for full games control. (Kempston 
compatible). @ Complete with Demo Cassette. 

@ Full Instructions. 





(J Triga Command Spectrum 

(1) Triga Command Atari 

CJ Triga Command Commodore 

J Triga Command BBC 

IV OX BOX SDOCIUUN < sascac cosescerctecaces sectetecweb sveveveues veeteveeton ; 
(Vox Boxand Triga Command 


Postage Please Add £1.50 24 HR CREDIT -» 
TRADE ENQUIRIES WELCOME CARD LINE eee] 
UNIT 8 FENTON INDUSTRIAL ESTATE, 
Z=DATEL DEWSBURY ROAD, FENTON, 
—= = mo STOKE-ON-TRENT 
SS Ete BOR NICs TEL: 0782 273815 
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ZX SPECTRU 





ZIANCO 


2 SOFTWARE 





25 Corsewall Street 
Coatbridge. ML5 1PxX,. 


— 6O'GAMES — 
ONLY £9.95 
en 


LIMITED PERIOD 
SEND THIS ADD 


ONLY. 

WITH YOUR 
ORDER & GET A K 
: PREE GAME, 













Srmclsair— 
SPECTRUM 


MAIL ORDER PROTECTION SCHEME 


If you order goods from Mail Order Advertisers in this 
magazine and pay by post in advance of delivery, this 
publication will consider you for compensation if the 
advertiser should become insolvent or bankrupt, 
provided: 


1. You have not received the goods or had your money 
returned; and 

2. You write to the publisher of this publication explain- 
ing the position not earlier than 28 days from the day 
you sent your order and not later than 2 months from 
that day. 


Please do not wait until the last moment to inform us. 
When you write, we will tell you how to make your claim 
and what evidence of payment is required. 


We guarantee to meet claims from readers made in 
accordance with the above procedure as soon as 
possible after the advertiser has been declared bankrupt 
or insolvent to a limit of £1,800 per annum for any one 
advertiser, so affected, and up to £5,400 p.a. in respect of 
all insolvent advertisers. Claims may be paid for higher 
amounts, or when the above procedures have not been 
complied with, at the discretion of this publication, but 
we do not guarantee to do so in view of the need to set 
some limit to this commitment and to learn quickly of 
reader's difficulties 

This guarantee covers only advance payment sent in 
direct response to an advertisement in this magazine 
(not, for example, payments made in response to cata- 
logues, etc, received as a result of answering such 

advertisements): 


CLASSIFIED ADVERTISEMENTS ARE EXCLUDED. 
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CAN YOU BEAT OUR 
GREAT GAMES 


We've got the biggest (and best) selection of games 
for the Commodore 64. We think they're unbeatable 


= 


MORE THAN GAMES... 


Our FREE catalogue lists dozens of programs 
for your Commodore 64 to help you run your business, 


write programs, or just enjoy yourself. We've been producing 
top quality software 


since 1978. So if you want SUPERSOFT Y 
the best, just remember our name.. . 


SUPERSOFT, Winchester House, Canning Road, Wealdstone, 
Harrow, Middlesex, HA3 7SJ Telephone: 01-861 1166 
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Sub Hunt, for any Atari computer, 
features full player/missile graphics and 
UDGs. You play the part of the ship’s cap- 
tain in pursuit of some submarines that 
have been harrassing your own ships. The 
wolf pack contains 20 subs, you have on- 
ly 45 depthcharges left to wipe them out 
with. 

Control is from a joystick, moving it 
backwards or forwards increases or 
decreases velocity. Pressing ‘fire’ (sur- 
prise, surprise) drops a depthcharge. 


Sets up screen and reset 
variables. 

update PMG X position. 
Check if the PMGs are 
moving off screen, if so 
reset them. 

Fire routine for dep- 


270-310 
400-490 





thcharges. Also PEEKs 
53253 and 53254 to 
detect a collision. 
Update variables. 

End game routine. 


2000-3000 Sets up characters, 


PMGs etc. 


3020-3120 Title screen. 


5001 


DATA for number of 
shots per game. 
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Variables Used 


Start of display list. 
Amount of subs left to 
ie 

X position of destoyer. 
X position of the middle 
sub. 

X position of lower sub. 
Current speed of 


destroyer. 

Column for dep- 
thcharge. 

Ls Coyu am colme.-Jelturer-ice (Mtn 
fete e) B 


Current score. 

Current Hi-Score. 

Start of RAM. 
Location of new 
characters. 


Conversion Clues 


Redefined Characters. 
! Becomes a depthcharge. 
# Becomes a wave. 


Player Missile Graphics 

There are three P/M graphics used. The 
two submarines and the destroyer. They 
are quite large in the game as | have made 
them four times their normal size. PMGs 
make it easier to detect collisions as each 
P/M has its own independent collision 
detection register. - 

Due to the PMGs, conversion to other 
machines is quite difficult. However here 
are some relevant locations and a brief 
description. 


Location Function 

53248 le lelerdelaie-] Mm ere (etme cog 
player 0. POKE here to 
move player 0. 


53249 Horizontal position for 

: player 1. 

53250 Horizontal position for 
player 2. 

53256 Size of player 0, from 0 
to3. : 

53257 Size of player 1. 

53258 Size of player 2. 

53253 PEEK here to see if 
player 1 has been hit. 

53254 PEEK here to see of 


player 2 has been hit. 


The rest of the locations set up the resolu- 
tion of the screen, screen priority, col- 
ours, and set the high byte of where the 
PMG data area starts. 
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1D REM st ase ah at te ot de ae at at a aE a ae a ae a a a / 
2@ REM * AUTHOR:David Moore * 

3@ REM * * 

40 REM * JAN 31 ‘84 * 

5@ REM * * 

ED REM 4646 a 9 see 46-20 40 a ae ae ae ae a ae a a a a a a 

7@ GOSUB 3000 


90 GOSUB 2000 

92 SOUND 1,20@,8,4:SOUND 2,204,14,4:SOUND 3,206,8,41SETCOLOR 4,8,3:POKE 16,64:P0 
KE 53774,64 

95 SC@O: X=20s Y=2201 C201 A=14@:RESTORE S@@@:READ SH 


96 POSITION 0,2:7 #4; "HHHHHHRHHHHHMHMHHHHH'TREM 20 # S12 SH=AL 
97 POSITION @,@:7 #6;"SCORE:"sSCy" "“sPOSITION 11,017 #6; "LEFT: "sCsPOSITION @,11 
+? #6; "SHOTS: "7SH Y 
108 X=X-2-SiL=L+81A=A-18 
11@ Z=STICK(@):IF STRIG(@)=® THEN GOSUB 189 
12@ IF Z=#14 THEN S=S+1 é 4! 
125 IF Z=13 THEN S=S-1 ‘ 
126 IF S>4 THEN 8=4 
13@ IF 8<1 THEN S=1 
14@ POKE 53248,X:POKE 53249,LiPOKE 53278,255:POKE 53258,A 
150 IF X<28 THEN X#220 
168 IF L>22@ THEN L=20 
e 


165 IF A<2@ THEN A=220 
17@ POSITION @,1117 #6; "SHOTS: "sSHy" "“1IF SH<=@ THEN 780 
175 GOTO 108 
189 R=X/18.5 
185 IF X>19@ OR xX<iS THEN RETURN 
19@ FOR I=3 TO 18 
191 X=X-71L=L+141A=A-18 
WN IF X<3@ THEN X=200 

193 IF L>2@@ THEN L=3@ 

194 IF A<3@ THEN A=220 

196 POKE 53248,X:POKE 53249,LiPOKE 53258,A 
280 POSITION R,I1? #65"!"8FOR D=i TO 2@:NEXT D 
21@ POSITION R,I:? #63" " 
215 SOUND 0,1#*7+1,8,15 
220 IF PEEK(53254)<>@ THEN POP :SH=SH-1:GOTO 272 ° 
25@ NEXT I1SH=SH-1 
268 IF PEEK(53253)<>@ OR PEEK(53254)<>@ THEN 278 
265 SOUND @,@,@,@:RETURN 

272 SC@SC+2@+INT(R/2)1FOR J=1 TO 20:FOR Z=1 TO 155 STEP 3SiSOUND @,J,8,14:NEXT Z 
iNEXT J:SOUND @,8,8,@ 
288 C=C-i:IF C=@ THEN 400 

299 POKE 53278,255 

3Q@ POSITION @,@:? #6;"SCOREs";SC:POSITION 11,017 #6; "LEFT: "sCy" " 

310 RETURN 

4@@ POSITION 8,@:7 #45" " 

4@5 POSITION 0,017 #6;"SCORE:";SC+POSITION 11,017 #4)" LEFT:#@ " 

410 FOR J=@ TO 4@:FOR S=255 TO @ STEP —4@:SOUND @,S8+38,14,151NEXT SsNEXT J+ SOUND 
@,8,8,0:P=138 

415 IF SC>HI THEN HI@SC:POKE 623,1 

420 SOUND @,@,@,@:SOUND 1,@,@,@:SOUND 2,@,@,@:SOUND 3,2,8,0 

43@ POKE DL+3,6:POKE DL+4,61POKE DL+5,61POKE DL+6,6sPOKE DL+7,61POKE DL+8,61POKE © 
DL+9,6:POKE DL+7,6 

432 REM H.I. IS INVERSE O.K. 

435 POSITION 1,517 #6) "GAME OVER:—"sPOSITION 6,917 #65" H.I. "sHI 

44@ POSITION 5,71? #6;"PRESS FIRE" 

442 P=130:0=0 

445 Q=Q+2:P=P+i:IF P=14@ THEN P=138 

446 SETCOLOR 4,8,Q:IF @>14 THEN Q=1 

45@ POKE 784,P1IF STRIG(@)=@ THEN 468 

456 GOTO 445 

468 FOR I=3 TO 1@sPOSITION @,117 #6)" "ENEXT I 

47@ FOR I=3 TO 9:POKE DL+I,7#NEXT I 

480 POKE 623,4:POKE 704,14 

482 AL=@ 

498 GOTO 92 

788 FOR I=@ TO 3@:SOUND 8,78,14,15:X=SIN(6@)1SOUND @,@,8,@:X=SIN(6@)1NEXT IsPOSI 
TION @,11:7 #6;"0 UT: 

71@ FOR I=1 TO 2@@:SOUND @, (2*1)/3,8,15:NEXT IsPOSITION @,1117 #63" “:REM 
7 SPACES 

72@ SOUND 2,@,@,@:GOTO 428 

2008 REM INIT. 

2005 CO=PEEK (756) #256 

281 GRAPHICS 18: DL=PEEK (56) +256*PEEK (561) +4:POKE DL+2,61POSITION 3,18? #65 “HUN 
TER KILLER" 

2815 POSITION @,817 #6;"PLEASE WAIT" 

2020 SC=@1HI=O1C#101 S=31 X=2201L=201 SH=3@:POKE DL+11,7 

204 RA=PEEK (186) -8: R=RA-81 CH= (PEEK (186) -8) #256 

2045 FOR I=@ TO Sii:POKE CH+I,PEEK(CO+I)sNEXT I 

2050 FOR P=Si2 TO 768:POKE R#2546+P,@:NEXT P 

2@4@ FOR P=@ TO 7:READ I:POKE R#256+26+P+512,11NEXT P 

207 FOR P=@ TO 7:READ I:POKE R#256+90+P+640,11POKE R#256+64+P+76B,11NEXT P 
2@8@ FOR U=@ TO 7#READ I:POKE CH+(ASC("!")-32)#8+U,I1NEXT U 

2085 FOR U=@ TO 7:READ I:POKE CH+(ASC("#")—-32)*8+U,IiNEXT U 

2098 POKE 204,R:POKE 756,CH/256 

2180 DATA @,8,8,32,56,255, 255,126 

2118 DATA @,0,8,24,24,31, 255,255 

2128 DATA 8,8,8,24,68,24,8,2 

2138 DATA @,0,0,8,0,24,253,255 

2140 POKE 53277,3:POKE 559,461POKE 54279,PEEK (204) 1POKE 53258,31POKE 786,8 
2158 POKE 53256,3:POKE 53257,3:POKE 784,141POKE 7@5,141POKE 203,RA:POKE 623,4 
2155 POSITION 2,817 #65" ";REM 12 SPACES 

216@ SETCOLOR 4,8,31AL=@ 

2282 RETURN 

3008 REM 

3@1@ GRAPHICS @ 

3@49 SETCOLOR 2,6,6:POKE 752,1 


eS 





38609 7 17 " SUB HUNT " 

3865 7? 

3070 ? "The idea of Sub Hunt is to seek &"1? “destroy enemy sub’s. Your ship has 
3" 

3060 7 1? "speeds normal medium and slow these":7 1? “are controlled from the jo 
yatick by" 


3298 7 17 “moving it forward backward or just "1? 1? “leaving it.The game ends w 
hen you have":? “hit 20 sub‘s." 

3118 7? +? "GOOD LUCK CAPTAIN..."8? " .»-PRESS FIRE TO PLAY" 
3112 POSITION @,22:7 "By D.MOORE 1984" 

3115 IF STRIG(@) THEN 3115 

3128 FOR J=i TO 2@:FOR S#6@ TO @ STEP -3:SOUND @,8+30,14,151NEXT SiNEXT J: SOUND 
@,8,@,@: RETURN 
5881 DATA 45 


56 
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~The Electron 


has added even more 


strings to its bow 


The list of top quality soft- 
ware for the Acorn Electron is 


erowing all the time. 


As you can see, there’s already 
an outstanding selection of excit- 
ing programs covering everything 
from monsters to music and 
murder to marriage guidance. 


And ultimately, the Electron 
will enjoy a range of software as 
comprehensive as that of its 


illustrious big brother, the much- 
acclaimed BBC Micro. 


You'll find all the programs 
featured here at your local Acorn 
stockist. (Tod find out where that 
is, simply call 01-200 0200.) 


Alternatively, you can send 
off for the Electron catalogue 
and order through the post by 
writing to Acornsoft, c/o Vector 
Marketing, Denington Estate, 


GRAPHICS: Graphs & Charts, 
Creative Graphics, Picture Maker. 

BUSINESS: Personal Money 
Management, Desk Diary. 

EDUCATION: Tree of 
Knowledge, Peeko-Computer, 
Business Games. 

LANGUAGES: LISP, FORTH, 
S-Pascal, Turtle Graphics. 

GAMES: Starship Command, 
Monsters, Chess, Draughts and 
Reversi, Snapper, | Metenre. 
Hopper. Sphinx Adventure, 
Arcadians, Free Fall. 

QUIZZES: Theatre Quiz, 
Crime and Detection Quiz, 
Music Quiz, History Quiz, 
Science Fiction Quiz, ‘..1 Do; 
The Dating Game. 

CHILDRENS EDUCATIONAL 
SOFTWARE: Happy Numbers, 
Timeman One, Timeman ‘Two, 
Wordhang, Happy Letters, 

Map Rally. 





Wellingb h, Northant 
NN8 2RL), Tels 0933 79300. ACORNS4FT 








Colecovision Collected 


In our April Issue you had the chance to 
win a fantastic Colecovision video game 
with an Atari adaptor and lots of games. 
You did enter — didn't you? 

The winner of this fabulous prize was 
Mark Christian of Wirral, Merseyside for 
sending in the following correct answers: 


. Donkey Kong 

. Smurf Rescue 

. Zaxxon 

. Mousetrap 

. Looping 

. Cosmic Avenger 


OohWN— 


We hope you enjoy your prize Mark. It 
will be on it’s way to you shortly. 


TAC-2’s Taken! 


Also in our April edition was the TAC-2 
competition. This attracted a record 
response. It seems that all our readers 
want joysticks. But sorry, only ten lucky 
winners will get their wish, they are: 


D Trueman, Derbyshire. 

C Richmond, East Kilbride. 
A Humphrys, Lopthorne. 
P Standere, Ipswich. 

G Chance, Hullbridge. 

A Watering, Bicknacre. 

M Vayle, Broughton. 

D Taylor, Radcliffe. 

D Rushton, Walsal. 
A Harris, Slough. 
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There were, of course, 10 changes to 
the picture (but you knew that really 
didn't you?). 

As a bonus in the April issue (what! 
three competitions in one mag? whatever 
will they think of next!) we had a competi- 
tion to give away 20 copies of Melbourne 
House’s H.U.R.G. games designing pro- 
gram. All you had to do was complete a 
simple (simple?) wordsquare grid. This is 
the grid with the letters that were used in 
bold. I'll let you work out which words go 
where and in what direction. 


MHES P IOER S P Tt 
LU BUDUNRNEEE ! 
HHORACEOURN B 
SESHG CH | RFU ISB 
GHREA:S 7.0 0 Ff -§:0 
Eu G ROT CR: O NRA 
Ni UO: 3 :E (1D IR: FB AR 
1HEY EANDS LV T 
RESKIINGSODOA 
LTTIMEGAMARE 
S41 DES | GNE RES 
LGCTUANOMSOC 


The remaining letters spell out a key 
phrase. The phrase is: ‘Melbourne 
House’s High Resolution Real Time 
Games Designer CGC’. These people got 
the correct answer: 


Robin Burnett, Whitby. 


R. Johnson, Oldham. 
M Watering, Bicknacre. 
P Marl, Chester. 

P Standere, Ipswich. 







J Rubensaat, Tamworth. 
C Astles, Crewe. 

A O'Neil, Portadown. 

C Harris, Dunshalt. 

M Ward, Hampton. 

M Diver, Reading. 

A Kennedy, Hanworth. 
P Robinson, Cumbria. 

P Presley, Chelsea. 

N Glllings, Doncaster. 
M Calloway, Darlington. 
L Borland, Glasgow. 

C Elliott, Cheltenham. 


May Winners 


On to the May issue now where we were 
giving away 150 copies of Urban Upstart 
by Richard Shepherd Software. There 
were too many winners to list here, but 
you will all get your prizes. There were ac- 
tually nine changes made to the picture of 
the skinhead. 


And Now... .200 
Games To Win! 


This issue we have a competition by 
Durell Software,where you canwinone of 
100 games that are up for grabs — in- 
cluding their much praised ‘Harrier At- 
tack’ Program which has been converted 
for a lot of machines and was one of the 
first games working on the Amstrad com- 
puter. You can also fight the barbarians 
and defend the might of Rome with a copy 
of ‘The Fall of Rome’ from APS — a game 
that has been number one in the non- 
arcade software charts, and we're giving 
away 100 of them! 

Best of luck next time, with the 
number of prizes we're giving away you 
should win something soon. But don’t 
forget to buy a regular copy of Games 
Computing every month. 
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SOFTWARE 


KINGDOM OF HAMIL 


Runs on: BBC 
Made by: Acornsoft 
Price: £9.95 


This follows in the footsteps of Acorn- 
soft’s Philosopher’s Quest and Sphinx 
Adventure and follows the same basic for- 
mat. All the information that you are given 
is presented on screen above where you 
type in your commands. These commands 
follow the age old method of com- 
municating in adventures, a verb followed 
by anoun. 

The program only checks the first four 
letters of each word, so you can save time 
by only typing these in. A useful feature is 
that the game in progress can be saved and 
returned to at alater stage. This is done by 
typing SAVE when you want to stop 
adventuring and it can be returned to by 
answering S to the question ‘‘Do you want 
to start anew game, or start from a saved 
position?.”’ 

The object is to get your score to 250. 
You do this by solving problems and 
puzzles, and by answering the final ques- 
tion correctly. Included with the well 
presented cassette is a sealed envelope 
containing hints and answers to the pro- 
blems. It says on it ‘Open only as a last 
resort’’, and | am sad (glad) to say that 
before the program had finished loading | 
had read the 8 page booklet from cover to 
cover. For those of you who get stuck but 
don’t want to open the envelope, the only 
hint I'll give is that the way out is via the 
stone. Any more than that and you will 
have to open the envelope. 

Overall this is a very good program for 
those of you who like well written adven- 
tures. 


THE HOBBIT 


Runs on: BBC 
Made by: Melbourne House 
Price: £14.95 


Now here’s anadventure game with a dif- 
ference. Instead of only allowing one or 
two word commands it allows sentences. 
These sentences cannot be in English but 
have to be in ‘INGLISH’. This is a language 
that was developed for adventure caming 
and allows adjectives and prepostions, 
such as ‘‘OPEN THE GREEN DOOR” or 
“PICK UP THE GOLD”’. 

Also the program incorporates 
something called ANIMACTION. This 
means that every character is doing 
something whileyou are,soGANDALF will 
have probably moved off from where you 
last left him. It also has a feature called 
ANIMTALK which allows you to talk to 
other characters in the adventure e.g. 
“SAY TO GANDALF ‘READ THE MAP’ ", 
and GANDALF might do so or not depen- 
ding on what mood he is in a the time. 

Included with the package is the book 
THE HOBBIT by J.R.R. TOLKIEN, on which 
this adventure is based, and a useful in- 
struction manual. The instruction manual 
supplied mentioned that the illustrations 
that are on other versions are not available 
on the BBC version. Having seen the il- 
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lustrations on another machine | feel that 
the lack of these does not detract from the 
enjoyment of the adventure. My only gripe 
is that it takes too long to load from casette 
and could Melbourne House provide a disc 
based version perhaps including illustra- 
tions? 

Some hints for those who can’t be 
bothered to sit for evenings on end trying 
to figure it out; always be polite and try to 
keep with your friends. Remember you are 
a small weak Hobbit of the Shire. 







CROAKER 


Runs on: Electron 
Made by: Micro Power 
Price: £7.95 


This implementation of the ubiquitous 
Frogger game has all the regular features 
but lacks something in presentation and 
playability. Four keys control the leaping 
motion of the family Frog as they attempt 
to cross the busy road and the polluted 
river (by jumping on and off logs and turtles 
— aslippery business) and fill the allocated 
lairs at the top of the screen. Bonus points 
are scored by getting home as quickly as 
possible. 

The traffic gets faster as you progress 
to new screens and it needs to, jerking 
along as it does on the first screen. It seems 
almost too easy to get through. Unfor- 
tunately, the Electron’s sound capability 
does not include the ability to reproduce 
anything like a ‘croak’ but | suppose the 
programmer had to try. The music (which 
is optional) is only a gimmick and soon 
grows tiresome. 

There is a fair amount of updating to be 
done on-screen so the graphics are not 
altogether smooth and the frogs are rather 


lost in the mass of moving objects. The 
response to the four keys is not instant and 
this makes play rather awkard. The arcade 
features are all present and correct but the 
game lacks impact when compared with 
rivals on other machines and the cassette 
soon finds itself a permanent place at the 
bottom of the pile. 


POOL 


Runs on: BBC 
Made by: Dynabyte 
Price: £7.95 


This is a game for two people, although 
one person can play to improve his 
shooting technique. It is standard pool but 






with fewer balls (three red, three yellow 
and one black) but you don’t have to 
nominate a pocket for the black ball. 

For those of you who haven't had amis- 
spent youth and don’t know the rules here 
is a brief summary. One player is elected to 
break (split the pack up) and if no balls are 
potted, the next plays then attempts to pot 
a ball. This continues until a ball is potted, 
the player who potted that ball then has 
another attempt to pot another ball of the 
same colour, and the process is repeated 
until either he pots all the balls of his colour, 
he misses, or he commits a foul. 

Fouls include hitting any ball that isn’t 
your colour or potting one of the other 
player’s balls. If you pot all the balls of your 
colour, you then have to pot the black ball 
usually specifying a pocket to pot it in. 
Control is achieved by moving a white line 
that extends from the cue ball, the direc- 
tion being the direction you want it to go in 


GAMES COMPUTING AUGUST 1984 





and the length being the strength of the 
shot. 

Like some other tapes now available it 
plays a tune while it loads in the main part. 
An amusing little game, my only criticism 
being that it is a bit unrealistic as 
sometimes when balls collide they shoot 
off at higher than normal velocities. 


FELIX AND THE FRUIT 
MONSTERS 


Runs on: Electron 
Made by: Micro Power 
Price: £7.95 


Flat capped Felix the Northern computer 
hero finds himself caught up in rather a 
strange game. He has to protect pieces of 
fruit which float around a maze from the 
marauding fruit monsters until the timer at 
the top of the screen winds down to zero. 
Why he has to do this we are not told but 
it’s a different game theme and fun to play. 

There are lots of keys to get used to and 
some subtleties of use that take a fair 
amount of practice to master. Felix can 
pick up and drop fruit, drop pools into the 
path of monsters to put them to sleep tem- 
porarily and can trigger a magnetic pad 
which teleports all the monsters back to 
the cave from which they emerge at the 
start of each game. 

Felix maintains energy by running over 
power cells and he needs to since the 
monsters are fast to the fruit and then con- 
centrate on pursuing our hero as he at- 
tempts to hang on to the fruit for the 
alloted time. The game is thus tactical as 
well as reaction based and this adds to its 
appeal. It’s the sort of game which 
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demands that you get better through prac- 
tise. There’s the usual polished programm- 
ing from Micro Power with smooth sprites, 
Hi-score table and aracade sounds. It also 
proves that Electron games can be just as 
good as the BBC versions. 


LEMMING SYNDROME 


Runs on: BBC 
Made by: Dynabyte 
Price: £7.95 


On ascale of 1 to 10 for sillyness, this pro- 
gram gets a 34. It is not just silly but 
outright insane! 

You are the brave and fearless Lifeboat 
Lennie valiantly patrolling the shark in- 
fested waters under the only bridge to the 
mainland. Mad Marco is on the rampage 
and has destroyed part of the bridge. The 
only escape for the fleeing terror stricken 
population is to jump over the edge of the 
bridge and your job is to save them. The 
only way to do this is to bounce them 
across to the other side via your life raft. 

You have two options of controlling 
your life raft, either proportionally or ab- 
solutely. Using proportional contro! you 
move left or right depending on how long 
you keep the respective key depressed. 
Using absolute control you move to one of 
three definite positions on the screen 
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depending on which of the keys you press. 
This means if you are on one side and you 
press the key for the other side you move 
directly there and don’t stop in the middle 
position. 

There are numerous options for the 
speed at which the population jumps, the 
slowest being fairly easy and the fastest 





being virtually impossible. As well as boun- 
cing the population from one side to the 
other you have to avoide the dynamite that 
Mad Marco throws to try and blow up your 
raft and also avoid the sharks which try and 
eat your raft. The game ends when you 
have let 50 people drown, or your raft gets 
destroyed either by the dynamite or the 
sharks. This is an excellent game with 
superb graphics and an original idea to 
boot. 


ADVENTURE 


Runs on: Electron 
Made by: Program Power 
Price: £7.95 


This Adventure, although written in Basic, 
still has a reasonable rate of response, in- 
deed as fast as | have seen on some 
machine code adventures. The format is 
back to the original, with text only on the 
screen. 

| suppose, having worked recently on 
Twin Valley Kingdom, from Bug BYte, 
with its helpful and enlightening graphics, 
that going back to text only | was probably 
going to be alittle bored, and! was. Oh, no, 
not particularly bored with the Adventure 
itself, although the almost obligatory 
caverns are there, woods and forests 
abound, and there is a beautiful princess to 
find en-route, but more with the sheer 
tedium of playing the game. 

| am not an Adventurer by nature, but 
I've played enough in my time to have met 
a few of the problems which beset Adven- 
turers, but there was little real cunning ap- 
parent in this particular program. Also, 
perhaps I’m just being anuisance, but! find 
that a programmer who feels it necessary 
to insult his clients has little to offer 
himself. | do object to being told that the 
computer is bored, so | am dead. Those 
kind of sudden deaths are not the current 
style, where a more intelligent player can 
forsee danger and therefore skirt around it. 
It is annoying to be told in one single 
speech that the game is over, especially as 
there is no SAVE/LOAD facility, so each 
time it is necessary to start all over again. 

No, Program Power, stick to your 
superb arcade action games at which you 
excel, but if you intend to develop Adven- 
tures, try working through a few of your 
competitors’ offerings. 


FRUIT MACHINE 


Runs on: Electron 
Made by: Superior Software 
Price: £7.95 


This program has been a good seller for the 
BBC, displaying superbly smooth graphics 
which can actually deceive the eyes into 
believing the reels are spinning. 

There are three reels, as on the original 
version, and the winning amounts are 
made up from Superior Software, Acorn 
and BBC iogos as well as an assortment of 
fruit. The winning combinations are 
displayed at the commencement of play, 
and may be examined as long as required. 
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SOFTWARE 


When play itself begins, the reels are ac- 
tivated by the ‘S’ key, and, as on the real 
machines, the various reels stop in- 
dependently and at random. 

The winning line is clearly shown, but | 
found it was more often than not a non- 
winning line. | suppose one of the appeals 
of the one-arm-bandit is that over a period 
of time, it should give back a good propor- 
tion of the money fed into it, and perhaps 
even more. This program seemed rather 
stingy with its payouts, and | began to feel 
frustrated by that. The option to HOLD 
also seemed very rare, so that my actual in- 
volvement tended to consist of pressing 
the ‘S’ key over and over again. The nudge 
facility | found difficult to master, as the 
numbers displayed do not mean that you 
have that number of nudges available — 
very misleading. 

lf you are keen to see very smooth and 
slick graphics, orif this program might save 
you money by satisfying your basest 
desires (!) then go ahead and buy. Other- 
wise, it might be salutary to remember that 
it was the arrival of computer technology 
in the arcades that spelt the end of the real 
machines. 


DRAGON TREK 


Runs on: Dragon 32 
Made by: Salamander Software 
Price: £9.95 


Dragon Trek is the best version of our old 
favourite, ‘Star Trek’. The game comes 
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complete with a 16 page flight manual 
which tells you everything you need to 
know. The game is in real time and if you 
spend too long deciding on your next move 
you will probably have no ship left. 

The basic idea of the game is to warp 
around three sizes of galaxy to destroy as 
many Klingons as possible. You have a 
choice of moving by the joystick or using 
the warp facility. To destroy the Klingons 
you can use three types of phaser, or a 
photon torpedo which are controlled by 
the joystick. 

The game does not use too many inter- 
galactic sound effects but does make up 
for these with extremely good graphics. So 
‘Beam me up Scotty’. 


BONGO 


Runs on: VIC 20 + 16K + Joystick 
Made by: Anirog 
Price: £7.95 


Sprites on a VIC 20? Well, it appears so in 
this fabulous game for the 16K expanded 
VIC. Actually, it is impossible to use sprites 





on the VIC, but, by re-defining the 
character set every time BONGO (you) 
passes over something, has the same ef- 
fect as sprites. Anyway, as you would 
guess from what | have just said, the 
graphics are good. They are the best 
graphics | have seen on the VIC, being very 
smooth and realistic. 

The instructions are comprehensive, so 
you read them and wait for it to load. And 





wait. And wait. And wait. It takes ten 
minutes for it to load. The idea of the game 
is to rescue the princess. You are a mouse. 
Using the joystick, you move about: up 
and down ladders, down slides, jumping 
on trampolines and going through 
transporters. All to get the five diamonds 
needed to go on to the next stage. Easy? 
There are a couple of snags: the baddy 
who is very intelligent and is out to get you 
and all the diamonds. The baddy cheats 
because he can jump from wherever he 
likes, and if there is one thing he loves it is 
jumping on you, while you are going down 
a ladder. 

At each stage a tune is played during 
the interlude and you are shown standing 
on a bridge opposite the Princess, with a 
heart between you. Every stage you com- 
plete, you move closer to her! True 
fairytale romance. . . 

The letters BONGO fall randomly from 
the sky to give you bonus points. With six 
stages, two player option, three difficulty 
levels and — as | said — a simulation of 
sprite graphics, this is the very best game | 
have seen for the VIC, including favourites 
like: Jet Pac, Matrix, Arcadia, Gridrunner. 
A MUST for VIC owners. 


BRAD BLASTS THE 
GALACTIC BARBARIANS 


Runs on: Spectrum 
Made by: Express Software 
Price: £5.95 


As can be deduced from the title this is an 
arcade style game with a couple of unusual 
touches to it . One of which is the use of a 
tickertape type of display at the base of the 
screen which gives a resume of the story 
so far. 

You play the role of Brad whose mission 
(should you care to accept it!) is to try and 
reach the planet Delta 10, upon which 
reside the warlike Galactic Barbarians who 
have discovered a super power serum, 
which you must destroy. 

Sounds easy eh! Well you have five 
stages to battle through before discovering 
the secret lab. Nothing particularly special 
about this game although some variety in 
the screens does give it a somewhat addic- 
tive quality. The graphics are good, the 
sounds, given the Spectrum's somewhat 
limited ability, are adequate, but one minor 
irritation is having to go through all the in- 
structions each time the game is played 
which is rather time consuming. 

An interesting point with this game is 
it’s strange ability to be able to interfere 
with cordless telephones!! While fighting 
through level two strange sounds were 
heard to emanate from my telephone upon 
picking up the receiver | found | had called 
someone in Australia, quite a useful 
feature in a games program although 
somewhat random in its application. 
Perhaps the computer was trying to con- 
tact the Galactic Barbarians by phone and 
save the trouble finding the secret lair. . . 

The cursor keys are O to fire 5-left, 
8-right, and 6-down which | found 
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somewhat difficult, a nice feature would 
have been user defined keys but | suppose 
amember of the Intergalactic Security Net- 
work should not be concerned with such 
mundane matters. 

Overall this is quite an interesting game 
but not one that would keep me up to the 
early hours. There are far too many games 
of the ‘’zap em all’’ variety for this to be 
anything special, but worth it’s purchase 
price, | suppose!! 


NIGHTFLIGHT 


Runs on: Dragon 32 
Made by: Salamander Software 
Price: £7.95 


Nightflight, you will be amazed to hear is a 
flight simulation program. The game was a 
slight disappointment, not the fault of the 
instructions as they are well written and 
detailed but | never got the plane off the 
ground without crashing. 

The game screen is divided into two 
sections, the lower half shows the infor- 
mation panel with speed, position, heading 
and distance from the runway. The top half 
of the screen shows the view from the 
cockpit. The graphics used are not in high- 
res mode because of the use of text. 

For a budding pilot taking off, flying 
around and performing a couple of stunts 
in the middle of the night will be easy. Hav- 
ing seen other flight simulators this one is 
not the best of the bunch. 


MOONRAIDER 


Runs on: Electron 
Made by: Micro Power 
Price: £7.95 


Scramble, Defender, call it what you will 
but here it is again as Moonraider, one of 
the classic arcade implementations for the 
home computer since the ZX81. The Elec- 
tron, despite its high profile, is not immune 
to such games. 

All the usual features are in evidence as 
your craft speeds over the sideways scroll- 
ing rugged terrain, pitted with radar sta- 
tions, missile bases and flak guns. The 
display is as good as ever and the Elec- 
tron’s hardware seems to have forced no 
compromises from the BBC version. 

The Moonraider itself has a laser to 
parry the rain of missiles and bombs to 
knock out the ground stations. The con- 
trols are very responsive but should your 
reactions fail, there is a nice line in crashes. 
The plane acts as though it has run up 
against a brick wall and the resultant 
disintegration fills the screen with flying 
debris. 

The action actually takes place in a cen- 
tral window with the scores, lives and laser 
power indicated above the window and 
down the right hand side of it. From the Hi- 
Score table it is possible to access any 
stage of the game at a difficulty level of 
your choice so you can avoid the easy bits 





if you want, though the bouncing mines 
quite early on, coming off the cavern roof 
as they do, are not what | would call easy! 


STAR JAMMER 


Runs on: Dragon 32 
Made by: Salamander Software 
Price: £7.95 


Starjammer is a three dimensional jaunt 
through the universe. The idea of the game 
is as the sole fighter pilot to protect the col- 
onized planets from alien marauders (a bit 
battlestar galacticaish). 

You control your acme galactic fighter 
by use of the right joystick. Your ship has 
shields which lose power after heavy fire 
from the aliens but they automatically 
recharge. When your lasers overheat from 
your itchy trigger finger they also recharge 
to a full five short bursts of fire. To make 
this game even more interesting you are 
sometimes sucked into stargates which 
transport you into another quadrant. 

Although | found the game boring it 
does use good graphics and sound so you 
should be able to zap many aliens in your 
galaxy. 


JRE WIG WS 
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ie = ES ae 
. 3 NEW 
. TURBOG4 (3 ~* > 
~ GAMES v\ aay 
£6.95 X 

EACH ean 


House of Usher ie 
Dare you enter the House of 

Usher. Behind each locked 

door of this nine room mansion i > | 
a different style of arcade action : 
awaits you. 







« 


Ice Hunter = 


Petch — 
Ice hunter needs special ice blocks to 
The wonder penguin is’ build an igloo unaffected by the arctic 
engaged in a desperate’ sun. He has found the source of the blocks 
search for diamonds hidden in a multi level cavern, but can he outwit 
in a maze of ice cubes, harassed the grim inhabitants — the dragons — sea 
and chased byhisarchenemies ions and vicious birds and float the blocks 
Snowball and Snowbox. His down the river to construct his dream home. 


be RS chances of survival are slim. —_ six levels and two player option. 
5 Sa! & Six levels of skill with two 


“ag Seas » player option. 
9 





: i a 


‘Also available on Disk at £9.95 


TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 29 WEST HILL DARTFORD KENT (0322) 92513/8 
MAIL ORDER: 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6083 
PAYMENT BY CHEQUE P.O ACCESS/VISA 50p POSTAGE & PACKAGING £2.00 OVERSEAS 





CETEX is the annual consumer elec- 
tronics exhibition, the UK equivalent of 
the huge American Consumer Electronics 
Show (CES). CES is one of the major 
show cases for new computers in the 
States and it looks as though CETEX is vy- 
ing to become the UK trade show for com- 
puters. CETEX is not open to the public, 
and many of the things shown to dealers 
will not make it to the shops in the form 
shown. 

A lot of money is spent by the big 
manufacturers at this show, the RCA 
stand looked like a space shuttle and 
moonbase, they were selling video discs 
and have no intention of moving into com- 
puters. Many of the stands had no com- 
puters, CETEX displays everything from 
Microwave cookers to Hi-Fi but then 
home computers are no longer the pro- 
vince of specialist manufacturers, even 
David Karlin — designer of the Sinclair QL 
refers to Sinclair Research as a consumer 
electronics company rather than a com- 
puter company. 


What Was On Show 


First stop was Amstrad. They had 
eight CPC 464's on display. | was just as 
impressed with the machine this time as | 
was at the launch. The integral cassette 
unit was giving fast and reliable loading, 
one of the demo programs was Roger And 






















CONSUMER 


ELECTRONICS 


THE CE TEX SCENE 


The Ropes which any Spectrum fan will 
recognise as Quicksilva’s FRED. The 
scrolling was alittle jerky but the improv- 
ed colour resolution added to its 
cuteness. The Amstrad micro comes with 
either a green screen monitor for £299 or 
a colour monitor for £329. The screen 
plugs into the mains and then the com- 
puter takes its power from the screen 
making it a very neat system. The colour 
monitor is quite good in 80 column mode 
but cannot cope with a whole row of 
lower case m’s so at best it is medium res, 





subsequent ones. The computer division 
of Amstrad is called AMSOFT and will sell 
everything from ribbons and paper to the 
computers and printers. | hope this 
machine succeeds, it’s cheap, very 
powerful, BBC Basic is in the pipeline and 
I’ve ordered one! 


Atari’s New Act 


Next stop was Atari. They proved that 
they are not going to leave the games 
market by launching two new machines, 


Simon Rockman went to CETEX, the UK consumer elec- 
tronics show, to see what’s going on in the computer scene. 


so don’t believe anyone who tells you that 
itis high res. The character set is very nice 
and includes five little men in different 
poses. It took me only five minutes to get 
a row of little men to dance! 

This was the first time I'd seen the 
documentation, it is clear and well laid out 
without being condescending, by the last 
day of the show most of the manuals had 
““walked’’. Also shown was a printer. 
This is very similar to the Commodore 
MPS801 which is made by Sekiosha. 
They had prototype 3 in Hitachi disk 
drives running, although they were not 
finished and had a tendency to over-heat. 
A spokesman said that the disk drive 
development had gone very well and that 
he hoped they would be available ‘‘in time 
for Christmas’, they will be supplied with 
CP/M and Logo. Prices will be around 
£200 for the first drive and £100 for any 


the 2600 junior and the 7800. 7800is a 
special number, it works out to be 
5200 + 2600! The 2600 is the old VCS 
which we all know and love. The 5200 is 
an advanced and expensive games 
system which runs 400/800 computer 
games software but which was never 
available in the UK. Combine the two and 
you get an advanced games system 
which can run the old 2600 games and 
itown super hi-res software in the same 
slot. The games | have seen are Galaga 
(the game the hero plays in wargames). 
This was a full implementation, complete 
with ship capturing. The Robotron was 
less spectactular, but still well up on the 
newest computer versions. The system 
costs £99.95 and will come with Pole 
Position /1 and new super joystick con- 
trollers and Centipede. This will cost 
£79.95 and will take all the exisitng 
2600 software being just a smaller, 
smarter version of the 2600. The new 
joysticks are tough and give good 
response, these should improve your high 
scores no end! 
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All the Atarisoft software for the BBC, 
Spectrum, and Commodore 64 was on 
display. In general the Beeb stuff is fan- 
tastic, the Spectrum stuff pretty neat and 
the ‘64 stuff a trifle disappointing. The 
BBC Pole Position is my favourite, they 
have even mentioned an Elk version! 

Regular GAMES COMPUTING readers 
will know all about the Adam. This was 
the main attraction of the massive CBS 
stand. It has been available as an add-on 
for the Colecovision and will be in the 
shops as a stand alone unit. For around 
£500 you get a computer, word pro- 
cessor, and games system with a daisy 
wheel printer thrown in. The main attrac- 
tion for me on this stand was the software 
for other machines. This included Pit Stop 
and Jumpman for the Commodore 64. 

The Cumana stand was surprisingly 
busy, they had a hard disk for Tandy 
micros as well as Dragon and BBC drives. 
This firm is rapidly becoming the British 
disk drive specialist. Dragon themselves 
had some very interesting new products, 
the GEC Professional which had built in 
disc drives for £700 and some very 
powerful sounding systems software. 
There were also rumours of an MSX 
machine in the pipeline. However since 
the show Dragon Data has stopped 
trading, the receiver is now looking for a 
buyer, so it looks like the end of the line for 
these new products. 


And From Japan 


JVC had some very interesting com- 
puter displays. They showed off their 
new MSX machines by hooking them up 
to laser discs, providing interactive golf 
and racing car games, control being 
superior to the arcade versions. No price 
was announced for this. Another of the 
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manufacturers to show an MSX com- 
puter was Mitsubishi. All the stands with 
MSX computers seemed to have the 
same demo software running, i.e. agame 
in which you play the part of a penguin 
running over snow, jumping crevasses 
and avoiding seals. The cute graphics 
made up for the simplistic game. 

Tatung had an Einstein computer on 
show, with a notable lack of software for 
it. tis not acomputer many people are en- 
thusiastic about. 

Toshiba was showing their entry into 
the MSX market, proving that MSX 
allows you too mix add-ons by running a 
demo with aclear perspex piano keyboard 
and a Yamaha MSX, sound module. 
Toshiba’s machine is called the HX-10 
and will be launched in September with 
discs and a printer. 

Sanyo did not have a stand at CETEX, 
but took a whole floor on the rather plush 


Royal Garden Hotel in Knightsbridge dur- 
ing the show. After walking in | was 
presented with a Sanyo Olympic gold 
medal (a bit of cardboard with my name 
on it) and was led to the bar. | took an 
orange juice and headed for the com- 
puters. To continue the Olympic theme 
there was a fake athletics track on fake 
grass. A score board displayed a fake 
score and press and dealers wandered 
round the track eating real food and look- 
ing at real Sanyo products. The com- 
puters were hidden away from the cash 
registers, Hi-Fi, and microwave cookers in 
a little alcove. No one seemed to know 
much about MSX or the computers but 
they did have the penguin game. 

The salesman told me that what made 
the Sanyo MCP-20 special was that it had 
a light pen option. He did not seem to 
understand that MSX meant that any 
MSX peripheral could be used with any 
MSX machine. The light pen costs £100 
anyway so | don’t think that that alone 
would sell the Sanyo. Another visitor ex- 
plained that the thing that made the 
MCP-20 better value for money than its 
MSxX rivals was the use of bank switching 


End of the line? 


which allows 60K of RAM (Rasndom Ac- 
cess Memory) to be used from Basic in a 
64K computer. However all the machines 
on show only had 32K fitted so no-one 
could demonstrate this. There was a disc 
drive but as it has only arrived from Japan 
that week no-one knew anything about it 
so it laid idle. All the machine worked on 
the US television standard, so they will re- 
quire substantial changes to be adapted 
for use in Britain. 

All in all it was a surprisingly good 
show, lots on display. My favourite item 
was nothing to do with computers, it was 
a goldfish bowl on a black plint filled with 
rare gasses and lightening. It didn’t do 
anything other than look splendid, but it 
does cost £2500 so | don’t think I'll be 
buying one! 
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At £9-99 our games were a bargain. 


At £6-99 oa rea STEAL!! 


COMPLETE THE ARCADEGAME |. cacsprt ae 





_FLIP THE SHOP” ~ SOLVE THE ADVENTURE 




















SPECTRUM 16/48 
Jokers Wild. 

Enemy aliens are 
capturing our souls with 
hypnotic cards. Stop 
them and save the 
human race! 

By Nic Ford 





CBM 64 1D) VNCO) | 

Quest For the Garden The Emperor Must Die. 
of Eden. The corrupt Emperor 
Travel back through must be eliminated and 
fobeetomcomcicojeWaerveet you have been chosen! 
eating that apple! By Tyrone Howe 


By Brandon James 














At £9.99 the critics were unanimous in their 
applause for our concept of arcade and adventure. 


“A splendid idea..” HOME COMPUTING WEEKLY. 
“Superb. ." POPULAR COMPUTING WEEKLY. 
“Great!” COMPUTER & VIDEO GAMES. 
“Engrossing..” COMPUTER CHOICE. 
Nngrossing 


“An absolute gem!” SOFTWARE TODAY. 


What will the critics say now? 


CBM 64 Aik GUL O° VIC 20 
Available from B Boots eae all good Computer Stores 
o)bhal @r na 


Rescue the humans 


BRO ora. 
Apprentice. 







Find the right spell to from the catacombs of 
halt the mischievous the Xzinon Ants! 
brooms! _.Now there isn't aCHOICE  2y Simon Wickes 





By Stuart Barnes 
Phoenix Software Ltd., 


Please supply: Spangles House, 
PROGRAMMERS! Have 116 Marsh Road, 
you written any good Quest For the Garden of Pinner, Middx. & 
software? Send it to us edex' () Jokenwild C1 01-868 3353 «fh 
for assessment and ages by 
details of our super The Emperor Must Die | The RS CF 
royalty scheme. Sorcerer's oo C] FourGates LJ & Ss 


Dalek Dodger is a two part game for the 
standard VIC 20. Avoid the marauding 
Dalek robots, collect the elements, and get 
back to your time and space machine. 
The program features full hi-res 
graphics and sound, but, because of this 
the program needs to be in two parts. So 
make sure that you type in and save the 
first part then type in and save the second 
part. When you have done this finally load 
and run the first and the second programs. 
When the game starts you will appear in 
the centre block of a maze with your time 
machine. You have to move about the 
maze collecting the elements which are 
stored in the surrounding vaults, but 
beware, because the doors of these vaults 
are continuously closing and opening and 


you might get trapped. If you doit is best to 
keep moving, this way you will at least be 
scoring a little. There is not much room for 
change, due to the limit on RAM memory, 
but you may like to alter the time limit to 
make the game easier. 


RUNdown 
Line Action 
5 Clear and colour the 


screen, put auto repeat 
on all keys, puts the VIC 
into Hi-res mode and 
draw maze. 

6-7 Sound effect for when an 
element is collected. 


20 
30 
40 


160 


170 





Assigns each Dalek a 
direction. 

Begins loop to move 
Dalek. 

Assigns WD with a value 
of +22,-22,+1,o0r-1. 
Checks to see if the 
Dalek will move onto the 
player. If so lose life. 
Check to see if the Dalek 
will move onto a block, if 
so then assigns a new 
direction. 

Same as 40. 

Moves next Dalek. 
Check to see if it is time 
to operate another door, 
if not then skips opera- 
tion. 

Operate door. 

Assigns a direction to the 
variable DR according to 
the key being pressed. 

If no key is pressed then 
skips move routine. 
Decides on character 
depending on direction of 
movement. 

Makes sure you don’t 
move onto a wall or a 
door. 


175 Adds 5 points to the 


score. 
180 If you've collected an ele- 
ment goes to appropriate 
routine. 
190-220 Move man. 
230 Clear keyboard buffer. 
240 Updates the displayed 


time and jumps to time 
up routine if you’re over 
the time limit. 


250 Check to see if you've 
collected all the 
elements. 

255 Display time and score. 

260 Assigns new direction to — 
a Dalek if it is at a junc- 
tion. 

270 RETURNSs to 20 to do it 
all over again. 

790-850 Win routine. 

1000-1030 Lose life/all lives lost 
routine. 


2000-2030 Time up routine. 
5000-7000 Draw maze. 
7070 Go start of game. 


Variables Used 


co Difference between any 
screen location and the 
~calour memory map. 


Eel 

W Location of man. 

WD The way in which the 
Dalek will travel. 

LL Lives left. 

oC Score. 

EC Elements collected. 

Si Sound channel. 

V Volume Control. 

DP(x) On screen positions of 
the 8 doors. 

DL(x) Location of the 4 dif- 
ferent Daleks. 

DD(x) Directions of the Daleks. 


Conversion Clues 


Toconvertit all the screen POKEs will have 
to be changed. On the VIC the top left of 
the screen is 7680 and this increases by 
22 for each line down. TI$ would have to 
be replaced by some other timing device. 
You would need to use your own user 
definable characters. Finally the sounds 
could be changed or omitted to suit your 
own computer. 


































Darek Dodger, Program 


FORA=7 i 
POKER. PEEK¢CLL ‘LL=LL+1 © NEXT 


(NL) > NL=NL+1 > NEXT 
647 -READB: POKER, B NEXT 










4 ; 
HE DAREKS HA‘ LANDED" 
FRINT"ON EARTH AND STOLEN uf 
PRINT" THE & ELEMENTS WHICH " 
PRINT"KEEP THE EARTH IN IT 
PRINT" ORBIT. ' HAVE TO GO" 

= CRET HIDE " 









WHICH THEY " 





PRINT"ARE KEPT." 
PRINT HIT A KEYS" 

POKE1 @ WAIT198, 1° POKE198.@ 
PRINT 
PRINT" IT I¢ 
PRINT“AND T 
PRINT"YOU HAVE ONLY 1.5 MINS" 
@ PRINT"LEFT IN WHICH TO GET " 
PRINT"ALL THE ELEMENTS FROM “ 
PRINT" THEIR VAULTS AND SAYE " 
PRINT" THE EARTH FROM 
STRUCTION!" 

SHIT A KEY" 

B WAITI998. 1: POKE198.8 





































USE THE KEYS : 
S¢ =UP : 
-DOWN 
-LEFT 
PRINT" .(-RIGHT ¥ 
PRINT" Nata PLEASE WAITS 
RETURN 
369 PRINT"LOAD MAIN GAME" 
READY. 


Darek Dodger, Program 2. 





5 PRINT "22" 












IFPEEK<DL¢L>+WD 
@ POKEDL‘¢L),32:DL¢L) 
IFDL(L>=WTHENCF=12 
HEXTL 

IFM=4THE 
M=M+1°G 


POKEDL(L),.@ 









»: GOTO1168 


THEN136 









> I DPCD> 2THENPOKEDP (D>, 34: GOTO156 
POKEDP CD). GoToisea 


IFPEEK CDP< D> GOTO1S6 








144 
156 
155 
166 
176 


POKEDP CD 

K=PEEK ¢ DR=22%(K=41>+(K=29)-22#(K=26)-(K=37) 

IFDR=GTHEN236 

WC=DR+36 : IF| 14THENWC=58 

*K=PEEK CW) : IFPEEK(W+DR)=31 ORPEEK (W+DR)=330RPEEK (W+DR)=34 THEN230 
C+5 

IFPEEK (W+DR> >38ANDPEEK (W+DR><47THENGOSUBE 

POKEN, 32: W=W+DR 
$1,128: FORNM=1T016:POKES1,@:NEXTNM 

WCTHENPOKEW, WC+1 > GOTO238 

IFPK=WC+1 THENPOKEW, WC : GOTOZ3' 

POKEW, WC 

POKE193,0 

PRINT" 3"; T1$: IFTI$="G8G0GO"0RT I $>"G8000G"THENZ0GR 

ZAND STHENS&B 
PRINT "Si" TI¢ TABC11) "SCORE "SC 


1 TOS‘ NEXTX : POKES1. @ ‘ FORX=1 TOS@G : NEX 


PRINT" S" :PRINT"M@"TABC6>"@WELL DONES" 
PRINT" eTeleTee sie Teesieleteletetee" TABCE) "HIT A KEYS" 
@: RUN 


TOS: POKEDL¢VC>» NEXTYC 
S:DL¢1>=7743: DL(2)=8121 :DL¢3)=8139 : FORVC=@TO3: POKEDL¢(YC) 


POKEM, 
TIF=M#: GOTO1G 
PRINTS": PRINT" @"TABCG) “MIBAD LUCK 
PRINT " Sielelelele(ea[etedeteteteleledeleletete)" TABCG) "SHIT A KEYS" 
FO 398, 6° WAITI9@, 1: POKE199,@° RUN 
y ms OKES1, 2: FORP=1T026:NEXTP: POKES1,@:NEXTZ 


WAIT198, 1° POKE19&8,6°>RUN 
De tt te 


t 


PRINT"© 
PRINT" 
PRINT "© 
PRINT"€ 
PRINT"¢ 
PRINT "© 
PRINT" © 
PRINT"+ 
PRINT"€ ee «© 
PRINT"C © & 
PRINT!] © & 
PRINT"e © © 
PRINT"© eteee 


PRINT" 


LTRAEAAAT ATE tt 


PET TR Att 


3° POKE7911,29 
$121 DL« 33° EC=8 
5230" 
ITOZ : POKES164+'7H, 35 *POK 54+H+C0. 6° NEXTYH 
GTO7 * READDP CX) 
¥=36 


NEXT 


7804, 7758, 806 , 7798, 7894, 7924,8014 
94.7808, 7886 : , 8058, 8064, 8670 













REM Battle of the Tanks 
REM By Mark Winter. 

REM Written in compact fashion for maximum speed 
MODE7 

PROC_INSTRUCT 

MODE2 
COLOUR2:PRINTTAB(4,16)4 
PROL_INIT 

PROC_REINIT 


Tank Battle“: COLOUR7 







REPEAT 

558 REPEAT 

eee PROC _KTEST1:PROC_KTEST2:PROC_MiSi1PROC_MIS2:PROC_ 
mISi1PROC_MIS2 

6352 UNTIL WTX<>8 

788 SOUND16,1,6,38 

75Q IF WTXelTHENXX=X2%1 YXwV2XELSEXKeX Xs VXOV 1% 

BGS FORAX$@T0491GCOLO,RND(7) tMOVEXX (AKI OXK, YX(AKD YR 
1VOUZSS1 NEXT 




































-15,@,21GCOLS,mC%s MOVE RX, ¥Xs VOUMNE 



































































































858 MOVEXX, YX:GCOL@, BG%s VOUBCX 31528 ENDPROC 
988 IF SLX<1BANDS2X<1@THEN PROC_REINIT ELSE FINISHiA#- 32288 
3252 DEF PROC_MIS2 
9S@ UNTIL FINISHES 33BS IFF2k%"BTHENENDPROC 
1988 33S@ N2K"N2%-21 SOUNDS ,-18,N2%,1 
1858 PROC _SCORE 3482 CLRX=POINT (M2XX*+IXXDIV2,M2YX-1YZDIV2) 1 IFCLRZ=TICL 
£108 vOU4:COLOURL4 XTHENS2X%=S2%411WTX821F2X"8:ENDPROC ELSE IFCLRX*@ORCLAX= 
113@ FORT=OTO2sPRINTTAB(4, 1201) 4 )SPCi4: NEXT 1 THENGCOL @ , BGXt MOVEM2X% , M2YX1 VOUBCXEL SEF 2%": ENDPROC 
1288 PRINTTAB(S,13); "Game Over") 3458 XXeM2XXMZOAKs VROEMZYXSMZOVXICLAX=POINT (XX* I KXOIV 
1258 SOUND! ,4,182,58 2, YX-IYXDIV2) 1 IFCLRZ< DBANDCLRAK >T LCL XA THENF 2%881 ENDPROC 
1388 eFX15,1 35O8 IFCLRX@TICLXTHENS2X=S2X%+ 1: WTX"2:F2%=@:ENDPROC ELS 
{318 TIME#@: REPEAT: UNTILTIME#128 EM2xXexXXrMZ2YKeYX1 GCOLO, MCX: MOVEM2XX ,M2YX: VDU224 
$358 AsS=GETS1 RUN 3558 ENDPROC 
1488 END seee 
1458 365@ DEF PROC_SCORE 
isee 3728 VOU3S2,135 
1558 DEF PROC_KTEST1 3758 GCOL®,7:VDU4i PRINT TAB(@,1) 4" TANKit gan 
1608 IF INKEYAI%*-LANDTRNIZ=1THENTICX&eTiCx—1s IFT ICKCME 1), "TANK2: “3S2% 
THENT 1 CK@Mxx 388@ VOUS 
165@ IF INKEYA1L%=-1ANDTRNIX=1 THENGCOL®, BGXiMOVEKIZ, 1% 3858 ENDPROC 
sVDUBCX%:GCOL@, TACK XrMOVEXIX, Yixs VOU TiCXs TIOXxX=OxX% % 3928 
~TBX) a TIOYX=DYX(TICK-TBX) 1 TRNIX=S 39528 
1788 IF INKEYC1%«-1ANDTRNIX@1THENTICZ@TiCXkels LETICH OMENS 4208 DEF PROC_INSTRUCT 
THENT 1 CX=Mx 4852 CLS:Sx912:Ss9" 
175@ IF INKEYC1%=-{ANDTRNI Xe THENGCO. 8, BGXt MOVERIX,Y1%2 4188 PROC_TITLE("Tank Battie By M.P.Winter”) 
VDUBCX:1GCOL@, TICL%rMOVEXIX,YiXrVOU TiCks TIDKAeDAYTICX— 4152 PRINT SPC3;CHRS129°KEYS:* 
TBX) 1 TIDYXeDYX (TICX=TBX) 1 TRNIX|D 42@@ PRINTSPC3;CHRSI29 =" 






IF INKEYALZ< > LANDINKEYCIX< >-1 THENTRNIX#) 
IF INKEYFD1X< >~ 1 THEN2 382 


4252 
4388 


PRINTSPC (SX-8) CHR "PLAYER ti" 
PRINTSPC (S%-8) CHRS1358"- 






























19@SQ KX TIDKX+XL Kr VR=TIOVAS YLT IF POINT (Xd*1x%DI V2, v4- 4353 PRINTSS+" CAPS LOCK - ANTICLOCKWISE 
TYXDIV2)=@ THENGCOLS, BGX:1MOVEXKIX, ¥IXsVOUBCKs Ki kexkr vine 4422 PRINTS$+™ CTRL - CLOCKWISE 
YX:GCOL@, TICLX:MOVEX1%,V1iX1 VDUTICX 4458 PRINTSS+™ Q - FORWARD 

1958 IF POINT (XX* 1 XXDIV2,YX-1YXDIV2) ML THENS2R"S2kh03 2 nT 45288 PRINTSS#+~ w- FIRE” 
%e21GCOLS@, BGX1 MOVEKLX, ¥1%s VOUBCXs KikexXaVixevxrGCOLe, Ti 4550 PRINTS$+~ € - LAY MINES 
CLXsMOVEX IX, ¥iX%s VOUTICX1 ENDPROC 4688 PRINTSPC(SX-G)CHRSISI"PLAYER 21” 










2882 





IF INKEYFR1 X= 1 ANDF LX@OTHENF I Xe i aM 1OXZeOKKCTICK=1 4658 PRINTSPC (SX-8) CHRS1 31" ~-------- = 







































































































SI-IN) EMLOYXEDV AC TICX-3S1—1N) MI XKEXLKOMIOXAE Mi VAieY 4782 PRINTSS+" » — ANTICLOCKWISE~ 

1DY%1 SOUND@ ,-15, 4,31 SOUNDS, -15,6,21N1%9208 4758 PRINTSS+“ « ~ CLOCKWISE™ 

2052 TFINKEYCM PTHENK Kee X-TLOKXs Vaevix- “ete PO 4800 PRINTSS+~ 1 ~— FORWARD” 

INT (KK *OIV2,Y YKXDIV2)©@ THENSOUND®,-15,6,12: SOUND, 4852 PRINTSS+* 1 = FIRE 

15,5, 11GCOL8,MNCX%: MOVE XX, ¥X1 VDUMNX 4982 PRINTSS+" 7 = LAY MINES 

2188 ENDPROC 4952 PRINT:PRINT 

2158 S@BS VOUISS, 134,157, 132: PRINT" HIT @ KEY TO CONTIN 
2288 DEF PROC_MIS1 VE"; rVDUIS7IOFXIS 

2258 IFFiX=@THENENDPROC S858 Rs=-GETs 

2308 Ni X9N1X-21 SOUNDLOSI2Z,-18,NIX%,2 5188 ENDPROC 

2358 CLRX=POINT (MIXX*IXXOIV2,MIVX—-LY%DIV2) 1 [FCURZ@T2CU 3ise@ 
XTHENS 1 X=SiXelLiwWTXeliFixX=@rENDPROC ELSE IFCLRX=BORCLRX& S208 DEF PROC_TITLE (AS) 1: FORIX=87011 VDUL9D8S; £8084; :PRI 
1 THENGCOL® , BGX1 MOVENI XX ,M1Y%1 VOUBCZELSEF 1 Xe@1 ENDPROC NTSPC (16-LENASDIV2) ASE NEXT: VOUIS3, 1571 P RINT: ENDPROC 
240S XKOMIXKOMIDX Xe VREML YX ML DY X1 CLRXSPOINT (XX I XEDIV S25@ DEF PROC_CEN(AS) + PRINTTAB(28-LEN(AS) /2) , ASL ENDPRO 
2,YX-IYXDIV2) s IFCLRX< DBANDCLREXX< >T2CL XTHENF 12°81 ENDPROC c 

2458 IFCLRXST2CLXITHENS 1 XeS1XeliWTXeliFiX=@sENOPROC ELS 538e 
EMLXXeXX1MLYXe¥%Xs GCOLG,MCX1 MOVEMIXX Mi VX1 VOU224 S358 DEF PROC_INIT 

2588 ENDPROC S368 VDU25S; 8282; 8; 2; 2; 

2558 S408 AlX=-651Cixe-2sFDixe~-i7:FRixte-S4i1LMirt=-SS 

268@ DEF PROC_KTEST2 S458 A2K=-1231C2X=- 1841 FO2K=-GG1 FR2X=-731LM2X=--BF 

2658 IF INKEVYA2%©-LANDTRNZ401 THENT2C%=@T2CXK—18 S588 vDUS 
THENT2CK@MXX SSS@ FINISHX=@ 

2788 IF INKEYA2%=-1ANDTRN2%@1 THENGCOL® , BGX: MOVE X2% S682 IN@FOrMX=2271MXK"2341 BCX 226 
1 VDUBCX%1 GCOL@, T2CLXiMOVEXZX,Y¥241VDU T2C%1 TZOK%mOLK S658 OTIimMXe@ 
~TBX) 1 T2DYXeDYX(T2CX-TBH) 1 TRNZX8S S7OO XAGMX"1 268s YGMX" 13241 NGK9Ss KT MXe2Si YTMX= 321 1 XXeKGM 












2758 IF INKEYC2%@-1ANDTRN2% 01 THENT2C%eT 20% ois LET 2CKOMEX A/KTMXs TYXOYGMA/Y TMX 


































THENT 2C%=MX S7S@ BQX=8: TiCLx—e41 T2CLKe3iMCx= 
268@ IF INKEYC2%@- LANDIRN2X*1 THENGCOL® , BG%1 MOVEX2% , ¥2%1 SOS DIM OXX(7) ,DYX(7 
VDUBC%1 GCOLS, T2CL Xs MOVEX2%, Y2%:VDU T2C%s T2DXK=DUx (T2CK- SESS S1L-81G2x9-8 
TRL) 1 T2DYXEDYX (T2CX-TBX) t TRNZ4 SO S988 Imx=8 
@ IF INKEVA2x< ANDINKEYC2%¢ >-1 THENTRNZY*1 s9se 
Io IF INKEYFO2 THEN3OS@ 68VSQ TIDXXeIXXs TIDYXe—I x1 T2OK KML KLs T2DVAS YX 
GSO xX TZOXLe LAL VXeT2DV%eV 241 LF POINT (x% 6258 FORA#8TO71READDXX (A) ,DYX(A) 1NEXT 
%DIV2)=@ THENGCOL@, BG%1 MOVEX2%, ¥Y2%1 VOUBC%: 12 S1B@ OATAD, LYK, IKK, LVR, IKR,@, IKK, -1¥%,S,-1VK,-1K%,-1¥% 



















GCOL@, T2CL%sMOVEX2%, ¥2%1 VDUT2CX 

IF POINT (XX*LXXDIV2, YX-1YXKDIV2) 1 THENSIX9S1%e lt wT 
OLS, BGXs MOVEX2%, Y2X1 VDUBCKs X2K"1%1 Y2K"¥%1GCOLS,T2 
CLXsMOVEX 22, Y2%: VDUT20%: ENDPROC 
NKEYFR2%=— LAND 2X*B8THEN 


o 7 IXK,8,-1KX,1Y% 
6158 CB%=224 
6288 TBX=227 
6252 vVDU23,CBx,@,8,8,24,24,8,8,81Vv0U23 ,CBx+i 8,66, 56,2 
4,24,36,66,8 

6382 voOU2S »255,255,255,255 
6358 REM Characters 

6422 VOU23,CBxX+3,8,8,8,42,62,62,62,54 
6458 VOU23S,CB%+4,1,2, 28,356,124, 246,468,352 


er 
ca “ 










TsMZOx%eDXK(T2C 
X2X*M2DIRIMZVLRY 
SOUNDS ,-15,6, 21N2%=288 

THENX%@X2K-T2OXKs VAOV2ZA-T2DV41 IF 
=@ THENSOUNDS,-15, 1SOUND!. 





Bx+2 


nk 





»255,255,255,255 





2DY%1 SOUNDS, - 









3168 IF INKEYLM 


INTUXK*I XRD V2, 


PO 














74 





e500 
6sse 
66228 
6652 
67208 
6758 
680e 
685e 
6982 
69se 


7888 
7253 


$26,126 


7128 
71358 
7280 
7258 
738e 
735@ 
7422 
7459 


+ 


7508 
7558 
7688 
7658 
778@ 
7738 
7ee8 
7ese 
7982 
793528 


RAW TX, BTX 


Sea8 


.1824- 


Bese 
8188 
eise 
s2ee 
8252 
S320 
8350 
8408 
8458 

see 
esse 
Boee 
bese 
S782 
8758 
Baee 
S832 
aves 
8958 
Faee 
sese 
F128 
9158 
9288 
9252 
9328 
93528 
9428 
9458 
9588 
93558 
76808 
7618 
965@ 
9788 
9752 
9aee 
ase 
2928 
9952 

18808 

1@e18 

i2ese 
1S1e8 
1815¢@ 


2B8-I1Kx“DIV2 


Li NEXT NEXT 






















VDU23 ,CBX*5,8,8,248,112,127,112,248,8 
vVOU23,CB%+6,32,48,248,124,56,28,2,1 
VOU23,CB%*7,.34,62,62,62,42,.8,.8,8 
VDU23 ,CBX*6,4,12,31,62,28,40,64,128 
VDU2Z3 ,CBX+9,@,2,31,14,254,14,31,2 
VDU23 ,CB%*1@,128,64,4@,28,62,31,12,4 


VOU23S ,CBXo11,@,126,126,126,126,126,126,8 
VDU23 ,CBX+12,@,68,66,98,98,66,68,@ 
TPXK=1B23-1YXDIV2eS1 BILE LYXDIV2-tiL TXeIXKDIV2iRT Ke 





ENVELOPE! ,2,8,8,8,8,8,8,127,8,8,-1,8,126 
ENVELOPE4S,1, -15,-15,-15, 248,248,248, 28,8,.8,-28, 


TRNIXels TRN2ZX@1 
MNCZ=11MNX=CBXK+) 


DIMXX(49) ,YX(49) 21X98 
VDUZ23,255,8,8,56,56,56,56,8,28 

FORR=S8TO2@@STEPSS 

FORP@@TO(2ePI)STEP2ZePI/18 

XXK(1X) @ReCOSP+RND (48) 1 YX( 1%) #RESINP+RND (48): 14=1% 


ENDPROC 


DEF PROC_REINIT 

BsCHRS (BCX) 1Cs™ 

Xi KOI KKeSi Vike lV Kel@=1aX2kelXLei Ss V2KelY Kel 2-1 
CLErFixeQiF2%=8 

PROC_SCORE: wT%=2 

TIME=8 

GCOLS,S 

MOVEL TX, BT%1 ORAWLT%, TPX1 DRAWRTY ,TPX1 DRAWRTX,BT%:D 
MOVE IXX=1, 1Y¥X~-11 ORAWIXX-1,1824-[¥%e31 DRAWL 2G8-1x% 
TY¥X%e3:1 DRAW1 288-14, 1Y¥X—11DRAWIXZ-1,1¥%-1 

REM PLOT BARRIERS 

GCOLS,2 

DATA~ 
DATA” 
DATA* 
DATA” 
DATA™ 
DATA” 8s 
DATA™ s 
DATA” 

DATA“ BBB es 
DATA” 8 8 
DATA” 

DATA” 

DATA” 8 
DATA” 68 a6 8 
DATA~ 
DATA” 
DATA" 
DATA" 
DATA~ 
DATA 
DATA 
DATA” 
DATA* 
DATA” 
DATA" 
DATA” 
DATA~ 
DATA 


Bsees 6 8 





o 
oo © @ 
oo @ 

o 

o 
o oo 

o 


on Oo 
oo 
o 


ges 8 
8esse 
68 


e688 6 8” 


oo 
oo 


vOU41 COLOUR2 
RESTOREGISe 
FORT#1TO26 

READ DAs 
PRINTTAB(1,1*2)4 
FORJ=1T018 

IF MIDS(DAS,J,1)=" 
NEXT 

NEXT 

VDUS: COLOUR? 


“THEN PRINT" “ELSE VDOUCB%e12 


GCOLS ,@:MOVEX1%, ¥1X%1 VOUBC% 1: MOVEX2%, Y2%s VOUBCX 
GCOLG, TICLX:MOVEXIX, ¥1X: VOUTICXIGCOL@, T2CLX: MOVEX 


2%, ¥2%:VDUT2C% 


18280 


ENDPROC 
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Battle of the Tanks is a two player game 
similar to the tank games that were on the 
original home video games some years 
ago. This version has much more exiting 
graphics, sound, and colour. An added 
bonus is a mine laying feature that lets any 
tank lay one or more mines. These will 
blow up any tank (even your own) that 
drives into them. 

The battlefield is strewn with obstacles 
which cannot be shot, but neither can they 
harm you. They just get in the way. 

The controls are similar for each side of 
the keyboard. The program could be 
modified for joysticks by changing PRO- 
C__ktestl1 and PROC__ktest2. Controls 
are: 


GAMES COMPUTING AUGUST 1984 


Player 1 
CAPS LOCK 
CTRL 


Anti-clockwise. 


Clockwise. 
Forward. 
Fire. 

Lay mines. 


Anti-clockwise. 


Clockwise. 
Forward. 
Fire. 

Lay mines. 





PROCedure 
instruct 

init 

reinit 

ktest1 
ktest2 

mis1 


mis2 
score 


title 
cen 


The battlefield can be modified by chang- 
ing the DATA in lines 8150 to 9500. 


RUNdown 


Action 

Print instructions. 
Initialization. 
Re-initialization. 

Test player 1’s keys. 
Test player 2's keys. 
Update player ones 
missile. 

Update player two’s 
missile. 

Print out score. 

Print out titles. 

Center string. 


75 


76 








ANS 








1. IT’S INTHE BAG 
POTATO. Allthe other words are compos- 
ed of letters which can be reversed from 
side to side, ie. they look the same when 
viewed in a mirror. The letter ‘P’ in 
‘POTATO’ does not. 


2.1F PIGS COULD FLY... 

No matter how the poacher tries to climb, 
because they are both equal in weight and 
counterbalanced, the pig will remain op- 
posite. 


3. WHY TWENTY? 





e 9 1 


Can you find any other variations? 


4. TAKEOVER BID? 

220. The numbers refer to the streets 
around a MONOPOLY board beginning. 
Old Kent Road, Whitechapel. . . and en- 
ding The Strand, Fleet Street (which can 
be purchased for £220.) 

(Those were the days — a street in 
London, Fish & Chips and still change for 
tram fare home. Even an arm and a leg 
were cheaper than. . . . ) 





WERS 


5. TEN LIZARDS LEAPING 
Two fathers, two sons=grandfather, 
father, son. Hence the three-way split. 


6. TAKE YOUR PICK 
Surprisingly the two sums total the same: 


1,083,676,269. 


7. DIRTY TRICKS 

None. There is no dirt in a hole. (Is there 
anyone out there still falling for these 
sucker traps?) 





8. PAYING YOUR BILLS 
oxooo 
o0o000x 
0o0xoo 
xoo000 
oo00oxo 





9. FOOTBALL CRAZY 

Just in case the answer isn’t immediately 

obvious the imaginary fixture is in fact 
Northampton Town v Cambridge Utd. 

As there’s a mystery prize for the correct 

answers we’ re not telling you the solution 

until next month! 


GAMES COMPUTING AUGUST 1984 
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WOW ; has Seg 
waSIVUAUVH ae 
HLM eS 
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Great games, great utilities all for only 
£3.99. Available for Spectrum, Atari, Vic 
20, BBC B, and CBM 64 through W.H. 
Smith, Menzies and computer stores. 


Really use your computer this summer. 


Clever Clogs 

8 great fun games for whizzkids. Change 
the difficulty with data packs on Science, 
The Arts & General Knowledge. 


On sale in W.H. Smith. Keep your Clever 
Clogs busy all summer long! Available for 
Spectrum at £6.95. 


Mind Games: 
Recently launched, the new name in 
quality strategy and adventure games. Top 
writers and programmers open the door to 
the world of imagination and fantasy. 

Have an adventure this summer with 
Star Force Seven, Quest for Eternity, and 


9 Out of 10 


Orion Quest. Spectrum £7.99, BBC B, and 
CBM 64 £9.99. 


Fall of Rome 
Five million barbarians, an army or two of 
Persians, several thousand upset 
Armenians, fifty legions of itinerant 
Italians...... and you! 

Have a holiday at home and save 
civilisation. Available for Atari, BBC B, 
Spectrum & Commodore 64. 





No.1 Golden Square, London W1R 3AB 








The House for Heroes! 


The Game Lords join the Argus Press team. Consistently in the top 
ten with great games like Ant Attack, Boogaboo, Fred, Mined Out 
and Snowman. Prices from £4.95 to £7.95. Available from W.H. 
Smith, Boots and Menzies and leading Computer Stores worldwide. 


When asked to express a preference 


OE Se Sarr ae 
| have been touring through the mountains dangerous area of Transylvania. | must try Pa 
of Transylvania for several weeks now. to find petrol and other ‘treasures’ and 
Unfortunately my carranoutofpetroland!| escape the clutches of the ‘Count of 
was left stranded at the side of the é rk’ . Please help me by giving me in- 

-. The mist was swirling down the hillsi structions in the form of two word 
and night was falling when s ly a sentences such as GET SLUG, EAT SLUG. 
horse-drawn cart drew up andthe dri Here is a list of some of the words | 
offered me a lift. i understand. 
good to be true,/but | accepted it anyway GET, DROP, TAKE, N, S, W, E (for direc- 
and we rode offinto the night.|wasbegin- tions), READ, SCORE, LIGHT, mrt 
ning to doze off when a loud howl in the GRAB, LEAVE, THROW, CHUCK, PRA’ 

Ieper chasoly agile anyplace GIVE, WAIT, SWIM, SAIL. JUNE, ROW, 
ahtened the horses as well and they | CLIMB, UP, DOWN, OUT, INVENTORY. . 
i Wanowing me out of the door. EAT, DRINK, SHOOT, KILL, ATTACK, 
Wed 4. at the side of a very eerie look- HIT, CHOP, HELP, EXAMINE, SEARCH, . 
W#ith nothinginmy pocketinavery | PULL, PUSH, FEED, USE, INSERT ; 





ad using the ELSE statement 
ailable on all machines. 


ariables are set to zero at the start 
fe game. This is not necessary on all 
achines as they will have to be zero’d j 
the BBC/ELECTRON. 


Variables Used 


A% holds score 

P% ate)eMelllic-lal a (ever-] (el) 

S%(X%,Y%) holds map 

B%-Z% set flags 

Lol Tp 4) holds description of loca- 
ions 


t 
G$ (x) holds descriptions of ob- 


"f 


jects : 
test for object 
input instruction 





a3 
¥j 


‘a NATE : 
mfr - Sy 
ak 
f 
sire. aie eee fe 


anf 7 Pas ES 

he pie nee ett ep 
ENA -— / ag 
a 


“OG 


CS s fay 


t ' Fe: e Se Cf 


nas Of 


wip. 
be. ) 


CG fa 
aot — 


Al CaN Mé 


—S et ale 


ma aA fignep ee aa 


ee 


ORIC1 48k 
ORCE="HIT"THENIES 


i he 


Ab bb hb b 


+A 


ELLOW -- ORIC & BEC 


“GARBAGE COLLECTION 


QTHENPRINT "I 
SORR=SOTHENPR INT "DO EE 
PX, 4)=OTHENAS="NOWHERE uL" DOR See te eene 


4 T"IT BOESN 


9500 


{ANC ITHENPRINT" IDIOT! 


6THENPRINT" 1 CAN’T REMOVE 


DOP 


THENPRINT "HO ae 
THENFRINT" BU" 


SRA" 


THEN 


DON’T HfeVve 





@ PRINT"I/M NOT THR 
TF < cari l 

PRIN wou! 
As 


"INSIDE A TEMPLE WITH Fl LARGE HOLE 
OT HERE!"  GOTE 


1G>THENIFAKCOITHENPRINT" 1 HR’ oor Ty" 
QTHENPRINT" THE WIZARD THAN! 
LOTHENPRINT "Gt IT BACK" 


T LIKELY!" -goToZ2 
LETHENPRINT 


HENPRINT "1 
HEED A Bi 


HAT WAS EXCITING 
GLAD THE SAND WAS 


OPE OM ANT CLI 


ROPE!" 


HENPRINT"' THE bf 
HEHPRINT" DO ' 


PRINT'T AMY C 
TEV" H) Co" "THENPRINTWECH 
eQTHENPRINT*HOTHING AT ALL! 


‘ DRUNK 
=Z24THEMPRINT' T ORI STAND C 
THENPRINT’NOT LIKELY ) 
THENPE INT" 1 I 
AM I SUPP 


?THENPRINT™ ANGS OF HIS DIG THTO 
IT KILLED t 

THENPRINT" I ED AND Hu 

STHEMPRINT"O “f DEAD LIZ 

STHENPRINT"T AM COVE! WITH SLIME! 
AB=1THENPRINT"O.K." G$C4 A 

THENPRINT"I HAVE HOTHING TO. G 

P=68THENPRINT" THAT WO 
T'bHAT DC 


VAMPIRE 
CASTLE 


SPECTACULAR” 
ENING HAS TST SMASHED A We’ OUT!" 


IN THEWALL” 


aMD" 


THENPRINT" IT NEED AN A: 
STHENPRINT "HOT HERE!" 

"EG 3 “A PILE OF 
STHENPRINT"WATCH OUT THERES UG 
S4THENPRINT" OAK PANELS CAN OFTEN BE 
S6THENPRINT" I°M NOT VERY REL E 

HENPRINT" WHY NOT 60 
HEWPR INT "WHY NOT 


NT THINK © ING TO 

"It CAN’T SEE ANYTHING SPECIAL” 
S8THENPRINT"I HAVEN“T FOUND ANYTHING! 
0 SOMETHING!" +6 


C SEE PNYTHING HEF 
THE PANEL SWI > DE AND I 
THENFPRINT "NOTHING ENED" . Gt 
THE PANEL SUNG 4 S$ ME WI 
"DON’T BE DAFT" aS 
ss) 


LGANDR=S4PNTRES 1 THE a A ; SLUG" 
S4ANDRE=QTHENPRINT"NO SALT! 


GOT 


SSANDR=1SANDAI=1 THENPRIN Ts Baik TRICK" 


NDAI=1THENGS« 
HENPRINT “I 
Uy "3: L#-GOTOZe: 
OT AT THE MOMER 
PRINT' REM ¢ “LS 
FPRINTCHRS <1 : JL MOUTHEE PEF "REM YELLO! 
PRINT"WHAT HA‘ FOR TOUR: SELF" 
INPUTZ#* IFLEFTS« ‘4 
PRINT" APOLOGIES 
*  FORH=1TOLE 


IFLEN (L$) <2THENRE TURN 
FORH= 17063: IFLEFTS°NS<H), LENCLS 


5 NEXT ‘RETURN 


END 

DATA 4,0-3,.2,AT THE SIDE OF THE RO 

DATA @.8,1.8.AT THE SIDE OF THE eB LLEN TREE 
DATAS, 8,8 N A ROAR. f HOWLING WOLF KS 
DATAIG, 1,5 AT A JUNCTION IN THE FOO TEATH. 

DATA, 6 DARK AND GLOG } 

BATAS 


DODD 


Y A LARS 
TTAGE. 


KED 


i: 


DATA22,6,12,16.0N A WIDE FOOTPATH. 

DATA21,08,6, it, AT A BIS SED MARINA 

DATA1S, 15,0. E A HUT. 

DATAS a, oe a) IT 15 FULL OF COBWEES. 
DATALS : THE SIDE OF A LAKE. 


HREC1S1) -EB 


-K.BE LIKE THAT THEN” END 


IFMIDS« 2 HLS" “THENLS=RIGHTS (ZH, (LENC2$ 


FA FOOTPATH GOING NORTH. 


BLOCKS THE WAY WEST. 


THE WA'r EAST 


BOULDER. 





TZ 7, Aap Ajene (Fp Pal 


DATA@, 2, ‘ THE FAR SIDE OF THE LAKE. 
DATAR. ‘YY AN OLD OR LAUNCH, 
N A TOWPATH. 
14 TOWPATH. THE WAY EA 
ON A TOWPATH. 
ON THE BANKS OF RA DEE 
2,0N A HILL. 
1,IN A CLEAR 


DATAG. & 

DATAG 

DATA 

DATA@ 

DATA44 @.0N A PATH LEAL 
DATAI 1 TN A TINY VIL 
DATA43 , S 

DATASS 

DATA46, 8 

DATAG 

DATAS4 

DATA4S 

DATAS3 

DATAS1 


IDE THE INN, 
IN THE T 
INAS CROWD 
THER 
a Sri 
DATAQ, 


5 DATASS 


, *BEER TANKARD 
48, "BOOK OF SPEL 
261, i OF PETRY sg 


DATAA RUST 
DATAR BAR OF 
DATAR LI ; 
T LES, 16,7 WOLF, 3 

DATAA PIECE OF TOAST, 36,A POT O ,33,8 STENT 

DATA LARGE LEVER, 42,S0ME FROG SPAWN, 16,A NIZARD, 5 

DATARN EVIL HOBGOBLIN,23,A LARGE NETTLE,23.A SLIME TRAIL, 4 
DATAA PICKLED ONION, S7,AN OLD TIN BATH, 38,A Dt 

DATAR BOWL OF SOUP,33,A MEAT HOOK, 62,A LARGE 

DATA DIAMONDS, 1, JEWELS, 2,BEER.3, TAMKARD, 


ST LEAVE My’ TREASURE 


VAMPIRE 


S DATACASKET, 5, BOOK, 6,SPELLS. 6, SILVER, 7, BULLET, 7. STARTING, 8. HANDLE 


DATACAN, 9.PETROL,9,GOLD, 18, CRUCIFIX,18,GLASS,11,WINE,11,CLOVE,1 
DATACOFFEE, 13, CUP, 13,SPONGE, 14,500 SM 6, BODY. £7 ‘ 
DATABOTTLE, t aN, 22 ,21, 2) MUSHROOM 
DATAWEREWOLF , 
DATAPEBBLES, 31, WOLF 32, , =i x 5 
DATASLUG, 38, SAI 39, CELLAR, 39) LEVER, 428, FR SPAWN, 41, 
DATAHOBGOBLIN, 43,NETTLE,44,SLIME.45, TRAIL, ON 46, BAT re 47 
DATADNARF . 48, SOUP, 49, HOOK. 5G, HAM, 51 
PRINT"I AM DEAD. WO! IKE ANOTHER SAP 
INPUTQ$: IFLEFTS<Q%, 1>¢ THENRUN 
END 
PRINT"2" REM CLS ON ORIC/ BEC 
REM SUBROUTINE FOR TITLES AND INSTRUCTIONS 
PRINT" TRANSYLVANIAN ADYENTURE" 
REM BBC AND ORIC USE CHRS<13 TO CHOOSE YELLOW 
PRINT PRINT: PRINT 
x4 I WAS ON RA HOLIDAY IN 1E REMOTE” 

ART OF TRANSYLVANIA WHEN Mh CAR RAN" 
PRINT"OUT OF PETROL. I WAS LEFT AT THE SIDE 
PRINT" THE RGAD WHEN A HORSECART at al is AND 
PRINT"THE DRIVER OFFERED ME A LIFT. GHT is 


@ PRINT"FRLLING WE CHED A VERY LONELY SPOT", 


PRINT"WHEN Sid IDDENLY A lL IN THE DISTANCE" 

PRINTF HTENED THE HORSES AND THE’ BOLTED." 

PRINT" I WAS THRO! WN OUT OF THE CART AND AM LEFT"; 
OF THE ROAD WITH NOTHING IN" 


I "us aT TRY TQ ESCAPE AND IN THe 
IND PETROL AND OTHER TREAS e: 
HEARD THE DRIVER OF THE C i 
HAT THERE ARE TEN TREASURES IN 
PRINT: PRINT” G00D LUCK!" 
RETURN 
FOR TO62 REM NUMBER OF LOCATIONS 


READ G$CH), BCH, 13: NEXT 
REAL H$¢H),N2CH? ‘NEXT “REM 


COMMEN 
I JUST DON’T UNDERSTAND WHAT 


HEN 


PRINT" 2" PRINT: PRINT ‘PRINT: PRINT"WELL DONE YOU HAVE FOUND ALL 
RES," 

PRINT"FILLED YOUR CAR WITH PETROL AND STARTED IT READY TO ES 
ENDLLED YOUR CAR WITH PETROL AND STARTED IT READY TO APE. 





MEGASAVE FANTASTIC SAVINGS 





























BBC Ork Attack £6.10 COMMODORE 
Fortress...... £7.25 Tower of Evil £610 Beach Head £8.50 
Football Manager..£6.50 Psytron £6.30 Solo Flight £12.00 
Blagger £6.50 Mugsy -...£5.95 Black Hawk £6.95 
Cosmic Cruiser £4.25 Code Name Mat...£5.20 The Hulk £8.50 
The Hulk £6.50 Gilligan's Gold £555 Loco £6 50 
Dog Fight £7.95 System 1500 £8.50 Sabre Wolt £8.25 
474 Flight Sim .£7.50 Les Flics £550 Beaky £5.40 
Eagle Empire £6.50 Valhalla £11.50 
Dambuster .. £6.50 vic 20 Caverlon £5.55 
Millionaire £5.50 Chariot Race £5.75 Bathtime £6.25 
Mr Wimpy .£5.50 Flight Path 737 £6.30 Slinky £7.50 
Q-Man's Brother £490 Tower of Evil £5.45 Sheep in Space £6 40 
Liberator £8.00 Computer War £5.45 Gyropod £5.50 

Cosmonauts £4.90 Slurpy £6.95 
SPECTRUM Sub-Commander ..£5.45 Son of Blagger £6.50 
Moon Alert . £4.90 Tank Commander .£5.45 All £7.95 Anirog £6.30 
Jack & Beanstalk .,£4.95 Bonzo £6.75 Mr. Mephisto £575 
Kosmic Kanga £5.10 Pinball Wizard £5.40 Alice in Videoland* 
Lord of Midnight ..£850 Mowermania £490 «+. ... £10.50 
The Hulk £850 Snooker £7.25 Quickshot Il £9.50 
Ad-Astra £495 * Disc Oniy 


FREE POSTAGE FAST SERVICE 
PLEASE STATE SPECTRUM OR COMMODORE 
SEND CHEQUE/PO TO: 
MEGASAVE, DEPT 4, 76 WESTBOURNE TERRACE, LONDON W2 






FOR THE BEST TI 
SOFTWARE x 


pENTUREA | 
- sp, 


-99/4A 







ADVENTUREMANIA MANIA BENEATH LIONEL 








BASIC £5.95 BASIC £5.95 THE STARS AND THE LADDERS 
BASIC £5.95 EXT. BASIC £7.95 
é Games to remember from 
INTRIGUE oo 
SOFTWARE i asc OP Alias 
Cranbrook Road, Tenterden, Kent TN30 6UJ Lionels'second adventure 
Relephone 05806 4726 






St 


Soke. oe, ato, oe 


A 
ss 


WE REFRESH THE PARTS THAT 
OTHER SOFTWARE CANNOT REACH 


ALTAIR 4 — CBM 64 — £7.50 
Space adventure game par excellence. PEAKE HCW 
: GRABIT — CBM 64 — £6.45 
Survival and Strategy, can anyone reach level 6 ? 
QUASAR — CBM 64 — £5.99 
Buck Rogers eat your heart out. 
MOWER MANIA — VIC 20, 8K — £5.99 
Why bover with a hover? A superb arcade game. 
. AVENGER — Dragon 32 — £5.99 
These aliens aren't scared of hyper intelligent megabeings. 
CRAZY CRANE — Spectrum — £5.50 
Dexterity and Strategy, a truly original arcade game. 


BBC ELECTRON OWNERS 
WATCH OUT FOR SIMON 
Available from most good computer dealers or direct from: 
VOYAGER SOFTWARE 


Unit 31, The Wirral Business Centre, Gorsey Lane, 
Birkenhead. 


Dealer enquiries to: 
Eddie Fitzgerald on 051-639 7899 
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Ad. DENNING (DUPLICATORS) 


A.J. DENNING (DUPLICATORS) 


A.J. DENNING 
(DUPLICATORS) 


GUALITY CONTROLLED CASSETTE DUPLICATING 
QUALITY & SERVICE AT COMPETITIVE RATES 


QUALITY 


Constant Stringent checks Made Throughout 


Production. 


SERVICE 


Despatched Normally Within 10 Days From Receipt 
Of Master. 


PRICE 


C10 From 28p Including Case. 
C15 From 31p Including Case. 


CONTACT US NOW FOR YOUR PERSONAL QUOTATION. 
A.J. DENNING (DUPLICATORS) 


19 The Crescent, 
Henleaze, 
Bristol. 
BS9 4RW Tel (0272) 623267 
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x 
TEXAS 
STRIKES Har 

32K Standalone ram 
Arcade quality joystick 
Cassette interface leads 

— single 

— dual 
Compatible cassette recorder 
Atari/Commodore to T199/4a 
joystick interfaces — single 

— dual 
Q < joystick suitable for 
use with above interface 


Christine Computing can also supply over 100 different 
software titles for the Texas T199/4a including selected 
titles from Stain! ftware, Timeless Software, 
Tomputer, Fanta: Jand many more. 

For a complete list of hardware and software 

please send 50p which will be refunded on you 

All prices quoted are inclusive of VAT. ¢ add 5p post and 
packing on all orders under £10. Please allow 28 days for delivery. 
(Orders normally despatched within 18 hours of receipt.) 


Oitwcins 


Christine Computing Limited 
6 Florence Close 
Watford 

Herts WD26AS 


—— 


Telephone (0923) 6729 11 





This program allows you to play the tradi- 
tional family game of consequences on a 
BBC micro. When run the program offers a 
menu. Choice M supplies text from the 
computer’s memory which is contained in 
the DATA statements starting at line 870. 
The program stores each traditional 
category (male name, female name etc) in 
a separate string array and randomises 
their combination in the story it prints out 
on screen. You can of course extend or 


replace the examples given in the DATA 
statements, but make sure that the value 
of N%, set at line 560, is equal to the 
number of DATA lines you enter. 

To play the game with a group of peo- 
ple, in the traditional party form, choose 
option E. Each person can then enter their 
own story while others look elsewhere. 
The program will then print out as many 
mixed up versions as required. Option A 
can be used to add extra text to the arrays 
regardless of whether these were filled by 
option M or E. Otherwise choosing M or E 
will lose text previously entered at the 
keyboard. 


GAMES COMPUTING AUGUST 1984 
ey. 












Line 










50 


PROCheader 


3AMES COMPUTING AUGUST 1984 


RUNdown 








Action 


Error trapping routine. Er- 
ror 19 arises if the size 
available for a string 
variable is exceeded. 
This may happen since 
the whole story is com- 
bined into a single string 






















at line 360. If the max- Be 
imum allowance of 256 
characters is exceeded fe 
this line ensures that a Bee 
different combination is fe 
sought by returning con- fet 
trol to line 230 and the Be 
program does not crash. Fe 
Error 17 traps the & 
ESCAPE key press and fe 
returns control to the & 
menu. : 
Presents main menu and £ 
takes in choices. ES 
Calls procedures to 
generate and print stories 
as many times as re- 
quired. 

Prints heading using 
teletext control 








































PROCdata ; 


PROCenter 





Con 








ersion Clues 


This program was written on a BBC model 
B but should run on a Model A. Electron 


characters for colour and 
double height text. 

Selects the elements of 
the current story ran- 
domly from the various 
text arrays and combines 
them into a single string 
variable STORYS. 

Prints the current story 
on the screen. Uses the 
counter C% to ensure 
that words are not split 


Reads the text from the 
data statements into the 
arrays MN$ (male 
name), FEN$ (female 
name), LOC$ (location), 
MSAYS (he says to her) 
FSAY$ (she says tohim), 
CONS$ (consequence) 
and WSAY$ (what the 
world says). This pro- 
cedure is called only 
when option M is taken 
from the menu. 

This procedure is called 
when option E is 
selected. 

It prompts entries of text 
under the required 
headings. 


users should run the program in Mode 6 
and need only amend the teletext 


characters in PROCheader. 


Owners of 


other micros may need to replace REPEAT 
loops with GOTO’s and procedures with 
GOSUBS. Watch outalso for differences in 
the string handling functions (eg INSTR — 
which checks whether one string is pre- 
sent inside another). If your micro does not 
use a 40 column display, you will have to 
amend line 450 to avoid splitting words on 


the screen. 


@e® aa 


Mops is Abe La % 
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19 REM CONSEQUENCES 

2@ REM BY JONATHAN AND JANE EVANS 

3@ REM FEBRUARY 1984 

4@ REM 

5@ ON ERROR IF ERR=19 GOTO 23@ ELSE IF ERR=17 GOTO 1 
@@ ELSE CLS: REPORT:PRINT" AT LINE “;ERL: END 












































































































6@ MODE7: XX=RND (-TIME) :N%=8 660 INPUT’"Male name: "MNS (NZ) 

72 DIM MN$(5@) ,FENS(5Q) ,LOC#(5@) ,MSAY$(S5@) , FSAY$ (52) 698 INPUT’ "Female name: "“FENS(NZ) 
,CONS$ (52) ,WSAY$ (5@) 700 INPUT’ "Location: "LOCS (NZ) 

8@ REM 718 INPUT’"He said: "MSAYS (NX) 

928 REM MAIN PROGRAM LOOP 720 INPUT’"She said: "FSAYS (NZ) 

188 REM 738 INPUT’"The consequence was: “CONSS (NZ) 

118 PROCheader 748 INPUT’"The world said: “WSAY$(NZ) 

120 PRINT’ ‘’"E Enter new text at keyboard"’’"M Load te 75@ IF LEN(MN$(N%) ) +LEN (FENS (N%) ) +LEN (LOC (NX) ) +LEN(M 
xt from computer's memory"’’"A Add to existing text"’‘" SAYS (N%) ) +LEN (FSAY$ (N%) ) +LEN (CONS$ (N%) ) +LEN (WSAY$ (N%) ) > 
Q@ Quit"’’"<ESCAPE> returns to this menu" 165 PRINT‘ "Text too long. Try again. ":VDU7: WAIT=INKEY (5S 

130 #FX15,1 @@B):NX*N%-1:UNTIL FALSE 


768 PRINT‘’"OK to enter this text (Y/N) ?" 

770 *FX15,1 

782 REPEAT: G$=GETS:UNTIL INSTR("YNyn",G#) >@ 

798 IF G$="N" OR G$="n" THEN N%Z=NZ-1:UNTIL FALSE 
8@@ IF NX=1 UNTIL FALSE 

818 PROCheader 


149 REPEAT O$=GETS: UNTIL INSTR("MEQAameq”" ,OF) >O 

15@ IF O$="Q" OR OF="q" CLS:END 

160 IF O¢="M" OR OS="m" PROCdata:GOTO 238 

178 IF Os="E" OR O$="e" THEN N%=@:PROCenter 

18@ IFOS="A" OR Of="a" THEN IF NZ=@ PROCheader: VDU7:P 
RINT’ ’'"You have no text to add to":WAIT=INKEY (588): GOT 
0188 













198 IFOS="A" OR Of="a" THEN IF NX%>@ PROCenter 

228 REM 

218 REM PLAY LOOP 

222 REM 

238 PROCheader:PROCmstory:PROCpstory 

242 *FX15,1 

258 PRINT’’’'"Do you want another story (Y/N) ?" 

268 REPEAT: G$=GET$: UNTIL INSTR("YNyn" ,G$) >@ 

272 IF G$="N" OR G$="n" GOTO 188 

288 GOTO 228 

298 1 

39@ DEF PROCheader 

318 CLS:PRINT 

32@ FOR I=1 TO 2:VDUL4S 
EQUENCES":NEXT I 

338 PRINT: ENDPROC 

348 : 

358 DEF PROCmstory 

3468 MNS=MN$F(RND(N%) ) : FENS=FENS (RND(N%) )  LOCS=LOCS (RND 
(NZ) ) s MSAYS=MSAYS (RND (N%) ) s FSAYS=FSAYS (RND (NZ) ) : CONS$=C 
ONS$ (RND (N%) ) s WSAYS=WSAYS (RND (N%) ) 

378 STORYS=MN$+" met "+FEN$+" at "“+LOC$+". He said to 
her, ‘"+MSAY$+"'; she said to him, ‘"+FSAY$+""’. The co 
nsequence was "+CONS$+" and the world said, ‘"+WSAY$+"’ 


17m 4 
perme 


es 












820 PRINT‘’’ 
838 *FX15,1 

848 REPEAT: G$=GETS$: UNTIL INSTR("PpEe" ,GF) >& 

858 UNTIL G$="P" GR GS$="p" 

868 ENDPROC 

878 DATATerry Wogan,Margaret Thatcher,the Tower of L 
ondon,! love you,Only on Sunday,World War III,Why? 

882 DATAIan Botham,the fattest woman in the world,a s 
mall cafe,I want to kiss you,It‘’ll cost you a pound,the 
y ran away together but were soon back,We knew that’s w 
hat would happen 

898 DATABoy George,Florence Nightingale,midnight on t 
he balcony,What‘s a nice girl like you doing in a place 

like this,Come up and see me sometime,they were never 
seen again,It‘ll end in tears 


“E Enter more text"’’"P Play" 







































38@ ENDPROC 

392 : 

400 DEF PROCpstory 

410 WS="":C%=5:PRINT’’ TAB(S)3 

420 FOR I%=1 TO LEN(STORY$) 

430 C%=C%+11S$=MIDS (STORYS,1%,1) 
440 WS=WS+Ss 

450 IF S$=" " AND C%>39 THEN C%SLEN (WS) : PRINT 
460 IF S$=" " THEN PRINT WS;1:WS="" 
478 NEXT I% 

488 ENDPROC 






























492 1 928 DATANeil Kinnock,Barbara Woodhouse,lunchtime,I wa g& 
SOO rt nna hold your hand,I‘ve got a headache coming on,inevit £ 
518 DEF PROCdata able,We thought as much 

522 REM 918 DATABatman,Princess Leia,Big Ben,You are my heart 
532 REM READ DATA INTO ARRAYS ‘s desire,Could you rephrase that please?,disastrous,7Zz @ 
54@ REM ZZZZZ. «ee 

55@ RESTORE 

568 N%=5 


57@ FOR I%=*1 TO N%& 

582 READ MN$(I%) ,FENS(IX%) ,LOCS$(I%) ,MSAYS( 1%) ,FSAYS(I% 
) ,CONS#(1%) ,WSAYS#( 1%) 

590 NEXT I% 

68@ ENDPROC 

618: 

628 DEF PROCenter 

6328 PROCheader 

648 PRINT’ "Enter data in lower case." "Switch caps lo 
ck of f.":VDU7: WAIT=INKEY (58) 

650 REPEAT: N%SNZ+1 

668 PROCheader 

678 IF N%>S@ THEN N%#SO:PRINT’’ "Memory full": VDU7:WA 
IT=INKEY (588) : ENDPROC 
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e Rickord ALEN: 


SAVE £4.25 by receiving 
a FREE magazine binder 


when you 





Cut out and SEND TO: 
GAMES COMPUTING 
Infonet Ltd 
Times House 
179 The Marlowes 
Hemel Hempstead 


Herts HP1 1BB 
Please send my free binder and 
commence my personal subscription 
with the issue 
SUBCRIPTION £12.25 for 12 issues 

RATES 


UK 
£16.00 for 12 Issues 
overseas surface 


£36.00 for 12 Issues 
Air Mail 


we ee ey 


subscribe to Games 


“SS SIAL OFFER 





OMPUTING 


It's true, by subscribing to Games 
Computing you will not only receive your 
personal copy direct to your door for 

a whole year but also have a superb 

AS P magazine binder in which to 

keep your copies AND IT’S FREE! 

All you have to do to receive your FREE 
binder is book a subscription to 

Games Computing before 29th February 
1984. What could be simpler? Normally 
priced at £4.25, these attractive 
binders will hold approximately 12 
issues of Games Computing. 

Not for you any longer the chore of 
having to track down dogeared copies 
of your favourite magazine, instead 
you will merely go to your bookshelf 
and they will be waiting for you in 
pristine condition. 

Don't miss out on this outstanding 
offer — subscribe today and receive 
your FREE binder within 14 days of 
your order being received. 





I am enclosing my (delete as necessary) 
Cheque/Postal Order/Internatinal Money 
Order for £ 
(made payable to ASP Ltd) 
OR 


Debit my Access/Barclaycard * 
(‘delete as neccessary) 


. 
Insert card no. | 


Please use BLOCK CAPITALS and include post codes: 





Name: (Mri: Mrs} Miss) 3:6s:555.600256 ass. ese i stances saa eet 
delete accordingly 
PRE GUM Sc. o si sasseza rosa Ko a iecachgork scexisaiesecs anne ipa eiaie ED BARD RAISER EET 


_——————— 














































ene, caparettng Mme 
“Frere have been.many rumours about the 
strange Dr. Molov and his wierd ex- 
periments. | have heard only today that a 
vicious and evil monster has escaped from 
his laboratory and is on the rampage. My 
boss has ordered me to track it down and 
kill it! Please help me in my quest by giving 
me instructions in the form of two word 
sentences such as EAT FOOD. 

Here is a list of words | understand: 
LOOK, SCORE, HELP, PRAY, N,S,E,W (for 
\ directions), GO, IN, CLIMB, DROP, LEAVE, 

\PUT, SWIM, ROW, BOAT, PLAY, 
NLOCK, PICK, SMASH, SAIL, CUT, EX- 
‘AMINE, STYAL, KILL, READ, INJECT, 
CRUSH 
; If | don’t seem to understand you, you 
should try other instructions. 
5} | have included some graphics within 
the adventure, but decided against exten- 
ding the graphics too far. PROCmonster is 
used to draw the monster using the user 
defined characters. If you would like to add 
extra graphics for each location, use the 
following method. 

The variable P% is used to hold the 
number of the current location. Hence 
P% =1 corresponds to the entrance to the 
vast cavern. Add between lines 160-200 
extra lines such as: 


161 IF P% =1 THEN PROCdrawcave 


and add a suitable procedure at the end of 
the program. | have included line 180 to 
call PROCdraw in location 11 to illustrate 
this. This should give you the idea. 
Remember that using MODE4 limits the 
colours to two (foreground and 
background)! 


Variables Used 


P% Current location. 
AA-AZ Flags to test certain 
events have occurred! 


E% Flag to test if item is 
there. 
B%,C% Count number of times 


you visit certain locations 
(so that the rabbit knows 
when to attack! 


Z$ ,C$ ,BS ,LS Words entered. 

S%(x,y) Map of locations. 

G$ (x) Description of items. 

Q$ (x) Description of locations. 

B%(x,1) Location of objects. 

NS (x) Word understood. 

V$ (x) Inventory. 

N%(x) Pointer to words. 

R Checks the number of 
items. 


Conversion Clues 


1. You will probably need to replace all 
REPEAT UNTIL loops with conditional 
GOTOs. 

eg. Delete the REPEAT in line 160. Replace 
line 500 with 

500 IF A% < >10 THEN GOTO 160 

2. The procedures used will need to be 
replaced with SUBROUTINES. 


eg. 410 IFC$ =’’SWI', THENGOSUB 590 
the GOSUBis the line number after the Pro- 
cedure replace all ENDPROCs with 
RETURNs 

3. Graphics will need to be replaced or 
omitted entirely. 


RUNdown 


PART 1 

Line Action 

90 Turn of cursor. 

100 define envelope. 

110-180 Define characters. 

190 Titles. 

200 Instructions. 

210 CHAIN program. 

PART 2 

Line Action 

30 Data for music 

70 Choose colour for PAPER 
and INK. 

80-150 Fill arrays and set initial 
value of variables. 

160-500 Main control loop. 
Repeat Describe location 
and objects, input action, 
call procedure UNTIL 
A% =10 

510- Procedures — | have 
chosen names ich 





describe their actio 


NOTE PROCmonster draws the monster. 
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18 
28 
38 
40 
bai] 
8a 
98 

108 

110 


148 
159 
1468 
178 
180 
198 
200 
210 
220 


hed 
2° 


242 


7s 
eae) 


268 
278 
288 
298 
32 
318 
Oo 


338 
84":CO 
348 
35 
3568 
370 
388 


420 
236,23 
410 
36,23 
430 
440 
450 
9,41 
460 
472 
480 
490 
So 
518 
520 
om the 
530 
oy 


















very 
try a 


load t 
562 
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REM 
REM #* 
REM ##* 
REM #* 
#FX229.1 
MODE 1 


THE MONSTER OF ARKYRON ## 
AN ADVENTURE GAME BY STEVE W. 
FOR BBC AND ELECTRON COMPUTERS #* 
MARCH 


1984 


VDU23,.1,0;9;0:0; 
ENVELOPE1 ,6,2,20,16,15,0,0,126,0,8,-126,126,126 


VDU23 






LUCAS #** 


230,48,48.63,35,127,124,96,48 
31,96,96,240,16,248,248,24,48 
13@ VDU23,232,63,3,127,127,108,79,71,68 


VDU23 ,233,240,0,248, 248, 200,200,156,136 


VDU23, 
VDU23 





234.79,79,223,216,24,24,24,24 
235, 200,200,236, 108,96,96,96,.96 


VDU23,236,48,48,48,48,48,48,248,248 
VDU23,237,48,48,48,48,48,48,40,60 


PROCdr aw 


:PROCtitles 


CLS: PROCdraw: PROCinstructions 


CLS:PROCload 

END 
DEFPROCdr aw 
Y=2 


FORX=1 TO 1280 STEF 120 
Y=Y¥+1: IFY>4THENY=1 


GCOL@,Y: 

NEXT 
ENDPROC 
DEFPROCtitles 


PROCmonster (Xx) 








PRINTTAB(S,10)"** THE MONSTER OF ARKYRON #*" 


-OUR1:PRINTSPC1O"An Adventure qame” 
320 PRINT’ ‘’SPC6"For the BBC and Electron 
Lucas 


COLOUR2: PRINT’ ‘SPCS" Steve W. 
LOURS 

PRINT’ ‘SPC2"Press <Space Bar> for 
PROCsound 

REPEAT UNTIL GET=32 

ENDPROC 

DEFPROCmonster (X) 


os hed 


54@ COLOURS:PRINT’’ 
good and can only understand two word 


S such as GET BANANA. If I don’tseem to understand you, 


390 VDUS: MOVEX, 1000 


"I'm afraid that my 


SS@ COLOURI:PRINT’’ ’SPC(1)"Press the 


nother instruction." 
he game" 
REPEAT UNTIL GET=32 


570 ENDPROC 

S80 DEFPROCload 
S9Q PRINT’ 

602 #*TAPE 

618 PAGE=%EQO 
620 REM #* 
FILENAME "GAME" 
630 CHAIN"GAME" 
640 ENDPROC 


instructions" 


ozs 


has escaped fr 


VDU230,231,198,8,8,232,233,10,8,8,234,235,18,8,8, 
MOVEX, 100 
420 VDU230,2351,10,8,8,232,233,18,8,8,234,235,19,8,8,2 

VDU4 

ENDPROC 

DATA 53,53,61,53,73,69,53,53,61,53,77,69,55,55,4 
DEFPROCsound 

RESTORE: FORX=1TO12:READ D 

SOUND1,1,D,4 

NEXT 

ENDPROC 

DEFPROCinstructions 

PRINT Aeea# ‘The Monster of Arkyron 

secret laboratory of Doctcr Molloy 

COLOUR2:PRINT’ "You must help me to 


find and destr 


english isn't 


<Space Bar> to 


‘*SPCS"Please leave the tape running" 


REMEMBER TO SAVE THE MAIN PROGRAM WITH THE 
ttt gege 









March 19 


sentence 





















10 REM ** THE MONSTER OF ARKYRON PART2 ## 


20 REM #* 


3Q DATA 53,.69,53,69,89,53,197,53,149,53,181,53,117,1 
37,145,89,53 


62 MODE4 










S.W. 





































LUCAS 1984 #** 


7@ VDU19,8@,7,0,8,0,19,1,4,8,8,2 


80 DIMS%(24,4) ,N%(24) .N$(24) ,OS(24) ,G#(24) ,.VE(4) ,B% 
(24,1) 
90 P%=6: AA=O: AB=0: AC=O: AD=O: AE=O: AF=0: AG=@: AH=0: AI= 
@: AJ=@: AK=@: AL=@: AM=: AN=@: AD=@: AP=@: AQ=@: AR=@: AS=@: AT= 
@: AU=0: AV=O: AW=8: AX=0: AY=0: AZ=0 


1008 AZ=0: B%=0:Cx~=0 


118 RESTORES20@ 

FOR X%=1TO023: READOS (X%) : FORY%=1 TO4: READS% (X%, Y%) 
sNEXTY%,X% 
FORX%Z=1T024; READGS (X%) ,B%(X%,1) sN#(X%) 


120 


130 
140 NXACX%) =X% 
15@ NEXT 

140 


172 
188 


198 
200 


238 


268 
2708 PRINT’ * 
280 
382 


320 


REPEAT: IFP%=24THENX$="I walk into the road and q 
et run over":PROClose 
IFP%=14THENB%=B%4+1: IFAO=QTHENPROCr abbit 
IFP%=11THENPROCdr aw 
IFP%=18THENPROCmon 
IFP%=17THENPROCappointment 
210 PRINT"I am 
220 AS="": IFSZ(P%, 1) DSOTHENAS="North” 

IFSZ(P%,2) >BANDLEN (AS) >OTHENAS=AS+" ,South"ELSEIFS 
“%(P%,2) SO@THENAS="South" 

248 IFSZ(P%,3) >@ANDLEN (A#) >OTHENAS=AS+" ,East "ELSEIFS% 
(P%,3) >OTHENAS="East" 
250 IFSZ(P%,4) >@ANDLEN (AF) >@THENAS=AS+" , West "ELSEIFS% 
(P%,4) >@THENAS="West" 
IFPZ=1Q0THENAS=AS+" 
“I can go 
IFP%=18THENPROCmonster 
29@ E=@: FORTZ=1T024: PP%=0: IFB%(T%, 1) =PXTHENPP%=1 
IFPP%=1 THENS20 
310 NEXT: GOTO34@ 
IFE=QTHENPRINT’“I can see:-" 


:-""QS$ (PZ) 


In" 
"as 


330 PRINT 'G#(T%) :E=E+1:GOTO310 


34Q PRINT’"What should I do 
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"ss INPUTZ$ 





350 BS=LEFTS$(Z#,2) :C#=LEFTS$(Z$,3) : D$=LEFT#(Z$,4): CLS: 
VDU7:K=8 
360 IFC#="LO0" THENK=1ELSEIFCS="SCO"THENPRINT" This is 
no game dummy!":K=1 ELSEIFCS="RUB"THENPRINT"Don‘t be ri 
diculous!":K=1 ELSEIFCS="HEL"THENPRINT"Sorry I don’t kn 
ow what to do either!":K=1 ELSEIFCS="PRA" THENPRINT"That 
felt better! ":K=1 
370 IF (BS="N"ORDS="GO N")ANDSZ(P%,1) >OTHENPZ=SZ(PZ%, 1) 
7K=1 
380 IF (BS="S"ORDS="GO S") ANDSZ~ (PZ, 2) >@THENP%=SZ (PZ, 2) 
:K=1 
390 IF (BS="E"ORDS="GO E") ANDSZ(PZ,3) >OTHENPZ=SZ(P%,3) 
:K=1 
400 IF (BS="W"ORDS="GO W") ANDSZ(P%, 4) >OTHENP%=SZ (P%, 4) 
2K=1 
4108 IFCS="SWI" THENPROCswim 
420 IFBS="FU"ORCS="PIS"THENPRINT"Don't be so rude! ":k 
=1 ELSEIFCS$="GET" ORCS="TAK" THENPROCget 
438 IFC$="DRO"ORCS="LEA"THENPROCdrop ELSEIFCS="INV"TH 
ENPROCinventory 
440 IFC#="IN"ORDS="GO I"THENPROCin ELSEIFCS="PLA" THEN 
PROCplay ELSEIFC#="SMA" THENPROCsmash 
450 IFC#="UNL"THENPROCunlock ELSEIFCS="PIC" THENPROCpi 
ck ELSEIFCS="ROW"ORDS="SAIL"ORDS="GO B" THENPROCr ow 
460 IFCS="CUT"THENPROCcut ELSEIFCS="CLI"ORDS="GO S"TH 
EN PROCsty 
470 IFC#="EXA" THENPROCexamine ELSEIFCS="REA" THENPROCr 
ead ELSEIFCS="KIL"THENPROCKi11 
480 IFCS="INJ"THENPROCin ject ELSEIFCS="CRU"ORCS="GRI" 
THENPROCcrush 
4980 IFK=@THENPRINT’"I must be stupid, but I can’t mak 
e much sense of that instruction here!" 
5@@ UNTILAZ=19 
51@ PROCwin 
528 DATAat the entrance to a vast cavern. ,@,5,2,9,ins 
ide a gloomy cavern. There is a large toughened glass d 
oor here. ,@,@,8,1,in a long corridor. The walls are lin 
ed with tanks of fish.,2,0,4,8 
S38 DATAin a large secret laboratory. ,%8,8,8,3,0n the 
banks of a fast flowing river.,1,0,@,@,o0n the banks of 
a crocodile infested river. ,9,8,7,23,outside an old 
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boat house,@,8,8,6 
54Q DATAinside a dirty boat house,7,8,9,@8,by a pile o 
# sacks,@,8,8,8,outside an old gatekeepers cottage. 
There is a sStyal to the West.,@,2,0,2,in a small loung 
e. The front door is open,18,8,12,8 
55@ DATAin a tiny scullery,@,8,8,11,in a field of rip 
ening corn. ,8@,14,8,22,In a field fo corn. There is a st 
yal to the East.,13,8,0,21,in a village square. All the 
shops and houses have their windows and doors boa 
rded up. ,@,16,8,8 
568 DATAoutside a Doctor's surgery,15,8,0,19,in a wai 
ting room,16,8,18,0,inside the Doctor’s surgery. ,@,@,9, 
17,0n the pavement ,20,8,14,24,0n the pavement,21,19,8,2 
4,at the side of a main road,8,20,14,24 
578 DATAin a field of turnips.,23,9,13,0,by a barbed 
wire fence,@,%,4,8 
58@ DEFPROCswim 
S90 K=1: IFPX=60RP%=STHENX$="The crocodiles get me aaa 
aaagggggghhhhh":PROClose 
6028 PRINT"Don’t be absurd":ENDPROC 
61@ DEFPROClose 
620 K=1:CLS:PROCmonster :PRINTX#’‘"I am dead" ’ ‘ 
you like another game <Y/N> 7?" 
638 RESTORE 
640 FORX=1TO17 
652 READ A 
66@ SOUND1,1,A,4 
678 NEXT 
680 REPEAT 
698 AS=GETS 
780 UNTILAS="Y"ORAS="N" 
718 IFAS="Y"THENRUN ELSEPRINT’ ‘"GOODBYE.. thank you f 
or playing":END 
720 DEFPROCget 
73@ K=1:PROCcheck 
740 IFL%< >i THENENDPROC 
75@ Ex=8 
769 FORH%=1T024: IFB%(H%~, 1) =PZANDB% (NZ (R) , 1) =P“~THENEX= 


“Would 


77@ NEXT 

78@ IFEX=QTHENPRINT"I can’t see it here! ":ENDPROC 

79@ IFR=1THENAB=1ELSEIFR=2THENAC=1ELSEIFR=3THENAD=1EL 
SE IFR=4THENAE=1ELSEIFR=6THENAF=1ELSEIFR=7 THENAG=1ELSEIF 
R=9THENAH=1ELSEIFR=1@THENAI=1 

889 IFR=110ORR=1460RR=170RR=2@THENPRINT"Don‘t be absurd 
!"; ENDPROC 

81@ IFR=18THENX$="The #####ed thing grabs my throat!" 
:PROClose 

82@ IFR=12ANDAH< >2THENPRINT"It’s too fast for me!":EN 
DPROC 

830 IFR=12THENAJ=1ELSEIFR=13THENPRINT"It scurries awa 
y!"“:ENDPROC 

840 IFR=1STHENAK=1ELSEIFR=19THENPRINT" It’s fastened t 
o the wall!":ENDPROC 

850 IFR=23THENAL=1ELSEIFR=22THENAM=1 ELSEIFR=8THENX$= 
"I get a hernia ... aggghhh the agony!":PROClose 

860 IFR=14THENAP=1ELSEIFR=STHENAS=1 

878 E%=0: FORD%=1T04: IFV$(D%) =""THENV$ (D%) =GS(NZ%Z(R) DE 
4=1:D%=5 

888 NEXT 

890 IFEX=OTHENPRINT"My hands are full... so sorry! ":EN 
DPROC 

982 BXC(NX(R) ,1) =8: ENDPROC 

918 DEFPROCcheck 

920 L$="":FORH%=1 TOLEN (Z$) 





93@ IFMID$(Z#,H%,1 
2 HAZ=HA+4O 

94@ NEXT 

950 R=O:L%=O0: IFLEN(LS#) <2THENENDPROC 

968 FORH%=1T024: IFLEFTS$ (N$(H%) ,LEN(L) )=L# THENL%=1:R 
=H% 

978 


=" 


“THENLS=RIGHT$ (2%, (LEN(Z%) —H%) ) 


NEXT 
988 ENDPROC 
992 DATAa rowing boat,8,BOAT,a pair of oars,9,O0ARS,a 

hammer ,9,HAMMER,a bent nail,7,NAIL,a small stone,6,STON 
E,a pair of wire cutters,3,WIRECUTTERS,a hypodermic syr 
inge,4,SYRINGE 

1908 DATAa large boulder ,1,BOULDER,a ripe turnip,22,TU 
RNIP,an ear of corn,13,CORN,an angry gatekeeper ,10,GATE 
KEEPER,a mutant rabbit,14,RABBIT,a tiny little mouse,22 
» MOUSE 

1018 DATAan appointment card,11,CARD,a jar of tablets 
labelled tranquilisers,12,TABLETS,the monster of Arkyro 
n,18,MONSTER,the receptionist,17,RECEPTIONIST,a dog,15, 
DOG 

1920 DATAa notice,16,NOTICE,heavy traffic,21,TRAFFIC,a 
piece of elastic,23,ELASTIC,a pound note,19,POUND,a br 
oken flute,5,FLUTE,a worm,20,WORM 

103@ DEFPROCdrop 

1040 K=1:PROCcheck 

1050 IFLZ%<>1THENPRINT"I can’t see a 

1068 Ex=0 

1070 FORD%=1T04: IFV$(D%) =GS(N%(R) ) THENV$ (DK) =""sEX=1 

108@ NEXT: IFEZ<>1THENPRINT"“I ‘ve not got it dummy! ":END 
PROC 

1092 BX(NZ(R) ,1)=P% 

1190 IFR=1THENAB=0ELSE IFR=2THENAC=@EL SE IFR=3THENAD=@EL 
SE IFR=4THENAE=@ELSE IFR=6THENAF=@ELSE IFR=7 THENAG=8 

1110 IFR=23THENAL=@ELSE IFR=1@ANDP%=1BANDAN<X >STHENAN=3: 
G$(11)="":G6$(18)=""sPRINT"He smiles and thanks me for m 
y gift. He then rushes away saying this will make a gr 
eat meal !":S%(18,2)=11 

1120 IFR=9ANDP%=14ANDAO=OTHENPRINT" The rabbit grabs th 
e turnip and runs away !":G6$(12)="":A0=1:G$(9)="" 

1130 IFR=14THENAP=Q@ELSE IFR=STHENAS=2 

1148 ENDPROC 

115@ DEFPROCinventory 

1160 K=1:PRINT"I am carrying :-":F%=@ 

1178 FORH%=1TO4: IFV$(H%) < >" " THENPRINTV$(H%) : F%=1 

1160 NEXT: IFFZ=@THENPRINT"Not a sausage!" 

1190 PRINT: ENDPROC 

1200 DEFPROCin 

1210 K=1: IFP%=7THENP%=8: PRINT"O.K."“:ENDPROC ELSEIFP%= 
6THENP%=17:PRINT"O.K."2ENDPROC ELSEIFP%=2ANDAAX >2THENPR 
INT"The door’s locked! ":ENDPROC 

1220 IFP%=1@ANDAN<S3THENX$="He didn’t like me trying to 
force my way in and shoots me":PROClose 

1230 IFP%=1Q@THENP%=11 

1240 PRINT"Not here stupid! ":ENDPROC 

1258 DEFPROCplay 

1260 K=11 IFAL<>1THENPRINT "How?" : ENDPROC 

1278 PRINT"O.K." 

128@ FORX=1T04:FORY=255TO1STEP—1:SOUND1 ,-12,Y,@:NEXTY, 
x 

1298 X$="The monster hears the racket and sneaks up be 
hind me!!!!";PROClose 

1388 DEFPROCsmash 

1318 K=11 IFAD<>1 THENPRINT"No hamme : ENDPROC 

1320 IFPX=2THENX$="The glass smashes into tiny pieces 
and I am cut. AAAggghhhh the pain":PROClose 

1338 PRINT"“not here! ":ENDPROC 

1348 DEFPROCunlock 

1358 K=1:IFPX=2THENPRINT"I need the key! ":ENDPROC 

1368 PRINT"Don‘’t be silly":sENDPROC 

1378 DEFPROCpick 

1388 K=1:1 IFP%< >2THENPRINT"How can I do that here'":END 


PROC 
1390 
with 
1488 


“; L$: ENDPROC 


IFAE<>1THENPRINT"I don’t have anything to do that 
!": ENDPROC 
$%(2,2)=3:PRINT"That does the trick":ENDPROC 

1418 DEFPROCrow 

1420 K=1: IFP%<SORPZ>6THENPRINT"I can’t do that here!": 
ENDPROC 

143@ IFAB<>1ITHENPRINT"I have no boat!":ENDPROC ELSEIFA 
C< >i THENPRINT"I have no oars! ":ENDPROC 

1440 IFPX=6THENP%=5 ELSEIFPX“=STHENP%=6 

1458 PRINT"I row across the river. The crocodiles 
k greedily at my body!":ENDPROC 

1468 DEFPROCcut 

1470 K=1: IFAG<>1 THENPRINT"What with! ":ENDPROC ELSEIFP% 
<>23THENPRINT"I don’t see any point in doing that here! 
“s ENDPROC 

1488 S%(23,2)=22:PRINT"I cut a way through the fence!” 
: ENDPROC 

1499 DEFPROCmonster 

1500 K=@: VDUS: MOVES@@, 150: VDU23@,231,18,8,8,232,233,18 
38,8,234,235,19,8,8,236,237,4 

151@ ENDPROC 

1528 DEFPROCstyal 

1530 K=1: IFPZ=14THENP%=1@8:PRINT"I climb the styal":END 
PROC ELSEIFP%=1QTHENP%=14: PRINT"O.K."sENDPROC ELSEPRINT 
“How am I supposed to do that here?":ENDPROC 


loo 


THE MONSTER OF 
ARHYRON 


1540 

1550 
PROC 

1568 

1572 

1580 
NDPROC 

1590 X#="The rabbit attacks me...!!!!":PROClose 

1680 DEFPROCread 

1610 K=1: IFP%<>16THENPRINT"I can’t see any writing!" 
NDPROC 

1620 PRINT"A handwritten notice reads 
ster has got in!":ENDPROC 

1638 DEFPROCmon 


DEFPROCexamine 
K=1: IFP%Z=1QANDAN<STHENPRINT"He looks hungry!":END 


PRINT"I don’t see anything special !":ENDPROC 
DEFPROCr abbit 


sE 


"HELP!!! the mon 


by 


Se 


1648 K=1:C%=C%+1: IFCX>7THENX$="It's large evil claws c | 


lamp round my neck and 

1658 PRINT"I‘d look out. 
the moment! ":ENDPROC 

1668 DEFPROCkil1l 

1678 K=1: IFP%=14THENX$="The rabbit attacks me first!": 
PROClose 

1680 IFPX=18THENXS="The monster was too quick.. 
s for my throat. 
:PROClose 

1698 IFP%=1@0RP%=170RP%=150RP%=22THENPRINT"I have no w 
eapon!":ENDPROC 

1788 PRINT"Don’t be silly!": 

171@ DEFPROCappointment 

1720 K=1: IFAP<>1THENX$="""You can’t come in here withou 
t an appointment’ says the receptionist. The monst 
er rushes over and grabs me'":PROClose 

1730 ENDPROC 

174@ DEFPROCinject 

175@ K=1: IFP%<>18THENPRINT"I don’t think that’s a very 
sensible suggestion just here!. Do you?":ENDPROC 

1760 IFAG<>1THENPRINT"How can I do that ?":ENDPROC 

1770 IFAR<1THENX$="The monster turns round and sees me 
° It’s claws grab my neck! ":PROClose 

1788 PRINT"I inject a lethal dose! ":A%= 
s the <space bar> to continue" 

1798 REPEAT UNTIL GET=32 

1880 DEFPROCwin 

1810 K=1:CLS:PROCmonster 

1820 PRINT"WELL DONE!"‘’’"You have killed the evil mon 
ster of ARKYRON and saved the world from a ter 
rible fate!" 

1838 RESTORE 

184@ FORX=1T017: READ A 

185@ SOUND1,1,A,4:NEXT 

1868 END 

1872 ENDPROC 

188@ DEFPROCcrush 

1890 K=1: IFAS<>1THENPRINT"What with?":ENDPROC 

1908 IFAK<>1LTHENPRINT"I don’t see anything worth crush 
ing! ":ENDPROC 

1919 IFAG<>1THENPRINT"It’s not worth doing that till I 
have something to put it into!":ENDPROC 

1920 X%=@: REPEAT 

1938 X%=XX%4+11 UNTILV$(X%) =G$(7) ORXXZ=5 

1948 IFXZ=STHENPRINT"I can’t do that here! ":ENDPROC 

1935@ V$(X%)="A syringe full of tranquilisers":PRINT"I 
grind a tranquiliser and put it into the syringe! ":AR= 
1:ENDPROC 

1968 REM data for sound/music 

1978 DATA 353,69,53,69,89,53,197,53,149,53,181,53,117, 
137,145,89,53 

1988 DEFPROCdraw 

1998 MOVES@@ ,@: DRAWS2O , 190: DRAW450, 188: DRAW6528, 1980: DRA 
W680, 1901 DRAW4680 , @: ENDPROC 


squeeze! ":PROClose 
It’s facing the other way at 


IT goe 


I feel the life draining frommy body!" 


ENDPROC 


19: PRINT’ "Pres 
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K=1: IFB%<4THENPRINT"Watch out it looks hungry! ":E A 


a a 


IT SINTHEAIR 
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USE G.C. CLASSIFIED!! "PHONE JANE NOW ON 01-437 0699 


Semi display: £9.00 per single column centimetre 
Ring for information on series bookings/discounts. 


Lineage: 40p per word. All advertisements in this section must be prepaid. Advertisements are 


Send your requirements to: Jane Edmunds, 
ASP Ltd., 1 Golden Square, 


London W1. 


accepted subject to the terms and conditions printed on the advertisement rate card (available on request) 


SOFTWARE GAMES 





20% OFF SOFTWARE (RRP) 


Games, Utilities educ., adv.. for Spectrum, ZX81. BBC, Comm. 64, Oric & Dragon 
Send SAE for lists. 


SPECTRUM 
Attic Attac (UIt) 
3D Ant Attack (Q/S) 


Scuba Dive (Durrell) 
Hunchback (Ocean) 
Lunar Jetman (Ult) 


Alchemist (Imag) ........... £4.40 


Hobbit (Mel. Hse) 


Super Spy (Shepherd) 
Pyramid (Fant) 


Fighter Pilot (Dic 
Tasword Two (Tasman) .... 
Sabre Wulf (Uit) 


COMM. 64 

Manic Miner (S/W Proj.\...... 
Boogaboo 64 (Q/S) 
Boogaboo 64 (Q/S) 
Chinese Juggler (Ocean) .. 
Mr Wimpy (Ocean) 
Hobbit (Mel. Hse) 
Hungry Horace (Mel. Hse) . 
Hover Bovver (Llamasoft) . 
Hunchback (Ocean) 
Bumping Buggies (Bubble 

BUS) iso. v pew sisienvie esters 
Flight Path 737 (Anirog).... 
Space Pilot (Anirog) 


£6.36 


£6.00 


£5.59 
£6.36 


JOYSTICKS 


Crackshot £8.95 e¢ 


Quickshot || £9.95 


JAYCEE SOFTWARE (GC), Freepost (EN84), Forres, 1V36 OBR 


CYGNUS TWO 
COMPUTER 
GAMES 


Spectrum, BBC, Electron 
Commodore and VIC 20 

Write or phone for our super 
brochure packed full of reviews 
and special offers. Please state 
your machine 


62 Woodland Road, 
Chingford, 
London E4 7EU 


ALARMS 


BURGLAR ALARM equipment 
Please visit our 2.000 sq. ft. show- 
rooms or write or phone for your 
free catalogue C.W.AS. Ltd, 100 
Rooley Avenue. Bradford BD6 
1DR. Telephone: 0274 731532 


ADD-ONS 


BBC/DRAGON 


Top Quality Joysticks at an 
amazingly low price 
Or y £9. 99 a pair including P&P 
€ handle and faster than 
wice as much 


thers costing t 


Cheques POs to Peritron, Dept GC, 21, 
Woodhouse Road, London, W12 9EN 








SOFTWARE FROM 
£1.99 
Post Free. For the VIC 20 
Commodore 64. and Spectrum 


S.A.E. for details from 
Dukeries Software, 
39 High Street, Warsop, 
Nr Mansfield, Notts. 





COMPUTER SOFTWARE AND 
ACCESSORIES, send 2 x 16p 
stamps for free lists stating which 
computer to: Electronic Facilities 
3 High Street, Sandy Beds. SG19 
1AG 


Replica Blank Firing 

Colt 45 Automatic 

As used by U.S any en dacs 
prop with ammo 

Carriage SUp 


Replica 44 auto 
Magnum 


The gangsters favourite 
with ammo. £4.35, carriage 


Colt Python 357 

As used by Police and a, 

screen heavies. £4.45, mA 

carriage 50p. 

ideai for video film making. Mail order only 
Send POs or cheques to 

RAZZAMATTAZZ. 80 Selhurst New Rd., 

London SE25 








NEW RELEASE FOR THE 


trees W 
hot in purs 


Send € 





SOLWAY SOFTWARE 


FOR THE TEXAS T199/4A 


SYSTEM TRADER 
CRUISER ve your cana 
GET THE GEESE OFF! 6 screens 


lasSé 


SPRING- HEELED JACK 


CHARLIE AND THE asbges doldes 


he sta inna your opr 


bedeeter ave bbs alesis A real-time 


ALL CASSETTES AT £5.55 INC P&P 
PLEASE SEND SAE FOR FULL LIST 


SOLWAY SOFTWARE 
6 Curzon Street, Maryport, Cumbria CA15 6LL 
TEL: (0900) 812579 


EXCALIBUR SOFTWARE 


Software for all computers. With up to 20% discount and 
p&p paid. UK only, Europe 60p e.g 

R.R.P. Our 
Price 
£6.75 
£5.95 
£6.75 


£7.95 
£6.95 
£7.95 
£9.95 
£7.95 


Spectrum 
Spectrum 
CBM 64 
CBM 64 
Spectrum 


Psytron 
Mugsy 
Flight Path 737 
Beach Head £8.45 
War of World £6.75 
Write for more details of our large stock. Send S.A.-E. to 
27 Hidalgo Court, Highfield, Hemel Hempstead HP2 5NZ 


FAST LOADER 
Reduce tape loading time of almostall 
of your single or multistage tapes by up 
to 50%. Uses standard 410 or 1010 re- 
corder, £10 


600XL MEMORY UPGRADE 


Upgrade your 16K to 64K. Complete kit 
with full instructions £75 


UNEX TI-99/4A 
‘The Crass Robber’ 


h out for the bionic Vicar whois 
£3.95 


Listing and prom blowing also avail- 


able. Send large S.A.E. for further 
details on the above and other pro- 
ducts. All prices incl. of P&P 


S. Terrell, 17 Cock Close Road, 
Yaxley, Peterborough, Cambs, 
PE7 3HJ. 


uit. Great value at only 


heaues/P O. te 


MICROSONIC 
85 Malmesbury Road, 
Cheadle Hulme, Cheadle, 
Cheshire SK8 7QL 
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RIES ATARI 
ea SOFTWARE 


COMMODORE 64 GAMES LIBRARY 


® Over 250 titles 
first TWO games 








all the latest & greatest @ Hire 
ABSOLUTELY 





FREE e Life 


membership only £6.00 ¢ Full 7 days hire (Excluding 


ps 


postage) @¢ Only £1.00 


(Inland), £1 


50 (Europe) inc 


p&p ® All originals ¢ A fast friendly and reliable 
service @ 
JOIN NOW ON MONEY BACK 
APPROVAL OR SEND FOR DETAILS: 


COMMODORE 64 GAMES LIBRARY 
c/o Yorkshire Software Library, Dept 2, 
13 Park Top, Pudsey LS2B 6BY. 


Cheques /P.O. to 


CARTRIDGE CITY 
10/600/800 and 

> 64 cart. rentals 
bership £5 

Re from 20p per day (equiv) 
Large SAE appreciated 
Cartridge City, Dept GC, 25 Gaitside 


Drive, Aberdeen AB1 7BH. Tel: (0224) 
37348. Please state machine 


For Atari 4€ 


The Games Shop and Computer 
Software Centre 
TEL: 0224 643740 


y Place 


een ABI 1 





CLASSIFIED ADVERTISEMENT — ORDER FORM 


If you have something to sel, now’s your chance! Don't turn the page — turn to us! 
Rates of charge: 40) per word per issue (minimum of 15 words).Please state classification 


Yorkshire Software Library 





ORIC 
SOFTWARE 


FOR ANY ORIC 48K 
‘BATTLE FLIGHT 4’ 


* * » * * Review HCW (Iss 45) 
WWe FIGHTER Flight & Combat 
simulation for the serious aviation 
enthusiast. Featuring circuit flying 
touch & goes Navigation. Combat 

with enemy bombers. Good sound 
3D views and over 40 map screens 
Only £6.95 in. U.K. P&P 
STOUR COMPUTING, 
16 OLD BRIDGE ROAD, 
BOURNEMOUTH BH6 5RG 


TO FILL THIS 
SPACE; PHONE 
JANE — 01-437 0699 





SPECIAL OFFER 


for Atari 400/600/800 owners 


CHARNWOOD GAMES 
27 Warwick Avenue, Quorn, 
Leics. 

Tel: 0509 412604 











ATARI 800-XL 
Disc Collector 


A complete disc cateloguing system 
also run-load files, 13 functions £18.95 
incl. P&P. Send cheque/P.O. to 


Zoom Soft 


46, Huntsworth Mews, 
London, NW1 


01-723-0562 


MICRO-USERS T-SHIRTS 
& SWEATSHIRTS 


1 Spectrum 21!'m User Friendly 

3 Have You Seen My Peripherals? 

4 invader 5 Zap’em 
Printed onto 100% cotton T-shirts 

Sky or White £3.50 each incl 
AND 

Poly-cotton Sweatshirts 

Grey £5.99 each incl 
All small, medium, large and extra 

arge, Mail Order only from 


One Per Cent Screens 
Dept C. 
9 Avebury Road, 
Westcliffe-On-Sea 
Essex SSO 7AE 


ev.N | S-eere) | Cael Te 





1 GOLDEN SQUARE, LONDON W1. 








ATARI OWNERS 


Happy 810-1050 
Inhancement 
Just plug-in. Software includes 
oy back up co ) 

multi-drive back up 
For archival purpose 
£4199 

Back-Up Tape Duplicator 
Duplicates almost any tape up 
to 32K. £5.75 
Prices incl P & Psend cheque 
P.O. to 






U-Soft, 
46 Huntsworth Mews, 
London NW1 


01-723-0562 











JOKES 8% 


Britain's No.1 Joke” [iN 


Catalogue. packed 
with over 500 practical jokes from 5p 
if wobbly 9 


6 Catalogue anc tree G* tc 


MATCHRITE, THE FUNNY BUSINESS 
(DEPT G.C.). 167 WINCHESTER ROAD. 
BRISTOL BS4 3NJ 
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| 
| and post o GAMES COMPUTING, CLASSIFIED DEPARTMENT, 
| 
| 
| 




















OR Debit my Access / Barciaycard 
(Delete as necessary) 


tin GAMES COMPUTING fo; 
| am enclosing my Cneque / Postal Order 
rder for (delete as necessary) £ 


nternational Money 
Made payable toA SP Lia) 





| All classified advertisements must be paid for in advance 


OS SSN SS 








Please use BLOCK CAPITALS and include post codes 


Name (Mr/Mrs/Miss/Ms) ....:........ 


(delete accoraingly) 


WOGCOSE os ceiscusnces 


Signature..... 


Daytime: Tels NOs ss55< ceccsdeccececy seo 


Its easy to complain 
aleve blurs (ehcaulxaesoelect 
Bibieaualleakevsvact 


Every week millions of advertisements appear in print, on posters or in the cinema. 
Most of them comply with the rules contained in the Britsh Code of Advertising 
Practice. 

But some of them break the rules and warrant your complaints. 

If you're not sure about which ones they are, however, drop us a line and we'll 
send you an abridged copy of the Advertising Code. Then, if an advertisement 
bothers you, you'll be justified in bothering us. 


The Advertising Standards Authority. 
If an advertisement is wrong,were here to put it right. 
ASA Ltd, Dept 2 Brook House, Torrington Place, London WC1E 7HN 


AD INDEX 


AUDIOGENIC LANTERN SOFTWARE 
ANIROG 

ADMAN ELECTRONICS 

ATARISOFT MICROPOWER 


APEX SOFTWARE MEGASAVE 
ABRASCO MICRODEAL 
PGE eso etn inh cro wena sts ecrusiane Tommieteretetoavats ere a4 

ANCO SOFTWARE 

ACORNSOFT PHOENIX 


A. J. DENNING 

SUPERSOFT 
CHRISTINE COMPUTING STARCADE 
CASCADE 


TANSOFT 
DATEL ELECTRONICS TH ee eee ee 9.11 


FILE SIXTY 


ULTIMATE PLAY THE GAME 
HARESOFT 


VOCE VIDEO 
VOYAGER SOFTWARE 
VIRGIN GAMES 


INTRIGUE SOFTWARE 
INTERCEPTOR MICROS 
IMAGINE SOFTWARE 
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NOW AT LAST! 


= 
COMMODORE 64 
Version 














Yes at last those 

fantastic top selling games 

fo) al-mPle-lelolam-lc-marelWm-\elit-le) (=m (els 
your Commodore 64. Avoid those Marauding 
Moronians in “Cuthbert Goes Walkabout”. Fight for 
survival in “Cuthbert in the Jungle”or plunder the Moronians 
planet in “Cuthbert in Space”. These great games are a “must” 
for your software collection. 


CASSETTE £8 EACH DISK £9.95 EACH 









Mail Order Sales eed ea ® ; . Dealers Contact 
Microdeal Mail Order 41 Truro Rd, | SR MICRODEAL DISTRIBUTION 
St. Austell Cornwall PL255JE -@QnSrerg 0726-3456 
Credit Card Sales KQ/"="| or WEBSTERS SOFTWARE 
Phone 0726 3456 0483 62222 


Selected Microdeal Titles available from computer dealers nationwide or from larger branches of 


V. John Menzies nt Ey 


Stores 












THE SAGA OF IMRAAE 
THE KALENDAR PRINCE 
ON A QUEST TO FREE 
THE PRINCESS ANITRA 
FROM THE HAREM OF THE 

EVIL SULTAN SALADIN. AW 





WRITTEN BY 


CONTAINS OVER BVMINUTES 
OF EASTERN MUSIC BY CHRIS COX 


PRODUCED BY RICHARD PAUL JONES 





Ss ee 
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y “RAS BES, -) CAR 
» "a Zp ptt 
ONY. Sg Zea 
£7.00 Vee Be I IN ‘ 
ON CASSETTE © | eS eps 
4 
“t ab pF fl 
£9.00 uN SPEECH 
fe) \} DISK ° = 4 NO HARDWARE REQUIRED 
r= 


now with ULTRA LOAD Fast Loanine 





